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ZX SPECTRUM 


REGULARS 


7 EDITORIAL 

An exciting Autumn lies ahead... 

TO NEWS 

Another update on the goings-on in the Spectrum 
worid 

1IZ FEAR AND LOATHING 


The merry-go-round of software launches picks 
upa litespeed.. 


J2 CRASH HOTLINE AND ADVENTURE 
CHARTS 


I7LLOVD MANGRAM'S FORUM 
Further concatenation this month, but Lloyd will 
be back at full strength come October. Promise. 


43 HANNAH SMITH'S PLAYING TIPS 

No wrestling this month— at leastnot with people, 
just POKEs and Tips. Maps and maps and maps 
again... 


56 TECH NICHE 


Jom Bates gets down with a Spectrum based 


| keyboard add-on and evaluates THE MUSIC BOX 
| 58 TECH TIPS 


Another pot-pourri of techno-comestibles from 


| the Black Country workshop of resident Tipster, | 
simon Goodwin | 


6Z DEREK BREWSTER'S ADVENTURE 


TRAIL 


| Some ofí-beat humour features in this month's 


top adventure game... 


66 SIGNSTUMPS 
More adlventurers find their way again, thanks to 
Nir Brewster's guidance 


68 PBM MAILBOX 

Brendon Kavanagh's been playing IT'S À CRIME, 
as well as taking a peek at CAPITOL, another 
game from KJC 


B2 SEAN MASTERSON'S FRONT LINE 

No space for a Fórum this month, but Sean is 
gentiy impressed with the latest offering from 
MINDGAMES 

56 LLOYD MANGRAM'S HALL OF SLIME 
The high score gore continues through the holiday 


| sea50n 


55 RESULTS 
Prizes, prizes, prizes 
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| FEATURES 


| FS A BIT OF BLARNEY ABOUT EYTES 
| CRASH Irishperson Tony Flanagan meets MIKRO- 
| GEN Irishprogrammer Dave Perry 


| 76 STILL STRETCHING COMPUTERS 
| The concluding portion of Pete Tamlyn's look at 


the computerisation of role playing games 


84 A NEW WAY OF CREATING ADVEN- 
TURES 

Sean Masterson investigates THE GRAPHIC 
ADVENTURE CREATOR written on the Spectrum 
for INCENTIVE by Brendon Kelly, and gets the 
opinions of a couple of reviewers to back up his 
assessment 


91 UP AND COMING ON THE SPECTRUM 


| Lloyd takes a holiday and turns over the MERELY 
| MANGRAM pages to the CRASH team, who take a 
| look at the goodies that should be on show in 


Olympia early this September... 


DIY 


Sq A FISHY BUSINESS 

A new software label has arrived, and PIRANHA | 
celebrate with a competition. You could win a | 
cuddly fish, amongst other goodies! 


74 REAL GOLD UP FOR GRABS 


| Get on the trail of a solid gold TRIVIAL PURSUIT 
| Set, on offer in a national competition sponsored 


by DOMARK. Win this comp and you're in with a 


| chance of a £10,000 prize! 


50 PUMPKIN MAGIC 

PALACE are offering an oil painting of the stars of 
their Witch versus the Veggie kingdom games, as 
well as copies of ANTIRIAD... | 


A whole joti more Libra people are going to be ia 
next month. They won't be old enough to read the 


| October CRASH, so whatever your starsign, beat 


the new Librans on 25th September! 
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Imagine Software [1984] Limitea 
6 Central Street Manchester M2 5IN5 


Tel: 015] 834 3939 Telex 6699// 





CIRUM 


93 


ODORE 64 


95 


Mistas em 


A dy É 


SPECTRUM. 


Se oo = [4 


“AMSTRAD 


E zo Mar -— da EEE og Tm 
pair 


TO PRE ad TA = 
À e CR 


DAE LIT DA 


SPECTRUM. 


| | 


COMMODORE 64 


-—AMSTRAD 


 0— es po 





ET RR vm Ra ts uy L EE 











THE STORY SO FAR... 
| COLONEL DAN DARE HAS LOCATED THE ASTEROID BASE OF 
HIS ARCH ENEMY - THE EVIL MEKON...HE MUST DESTROY 
THE BASE AT ALL COSTS! BUT FIRST, HE MUST DEFEAT 

' THE DEADLY TREENS AND THEIR EVIL MASTER... 










| JOIN COLONEL DARE AND HI5 VALIANT COMPANIONS. AR é ai E | | 
| ON THEIR JOURNEY THROUGH PERIL IN... Ea 4 l=— 


/ DAN DARE - PILOT OF THE FUTURE. | 
THE FATE OF THEIR MISSION DEPENDS ON vOUI! E 






AVAILABLE NOW FROM VIRGIN GAMES ON SPECTRUM 48/1268. 
COMMODORE 64/128 AND AMSTRAD CPC RANGE OF COMPUTERS 
£9.95 on casserrE AND £ 14.95 amsTRAD DISC 
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PLEASE SEND ME DAN DARE - PILOT OF THE FUTURE IMMEDIATELY! 
SPECTRUM 48/128 CASSETTE £9.95L] COMMODORE 64/128 CASSETTE £9.95L] 
AMSTRAD CPC CASSETTE £9.95L] AMSTRAD CPC DISC £14.95L] 
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Please make cheques or postal orders to Virgin Games Ltd. Please do not post cash. 
VIRGIN GAMES LTD, 2/4 VERNON YARD, PORTOBELLO ROAD, LONDON Wit 20X 





into the Christmas mar 
ketplace, and of course we'll. 
be there in force on the NEvaRE : 
piELD stand. EA 
But there's not going tO be 
a vast amount of exciting 
Spectrum add-ons unteilod 
at the show, by all accounts. a, 
The odd joystick or tuo will ae 
no doubt tum up, and of; 
course the Spectrum Plus 4 
Two from AMSTRAD may well 4 
make its first public appéar- 
ance. K seems the demand 
for Spectrum add-ons bas É 
largely been fulfilled..6 
perhaps once folks have got 
their basic requirements im 
the form of a joystick, inter- 
face and cassete recorder, 
they have all they need to 
play games and tend to leave : 
jtat that. | 
me! Croucher, in partnér- a 
ship with Rod Cousel 
ouicasiLva and latteriy; 4 
son fame, plan tô rev 


very interesting black. box at - 

“the show, however. BCORPIO | 

mrERacTINE has been À “e Es = - NH vii Re om à qd 

' pnadeúice tata À Ri ms: o = ESA ow budgef r eHort far | 
| dg O pi pe de “a ge ss UR PI: Tor the E “Est 


then plãy a ga me im 

“you control. io e A 

“graphics moving over the Es 

video image. Several pop vi x 

gos and & couple of films 

have already been given the | 

SCORPIO treatment; ard am 
| demonstration of the. pos. na 

sibiííties should. be “runnin deh 

during the PCW Show, A neat 

idea, which has interesting 

possibilities — perhaps the 
most exciting innovanioo on N e BE BM | Sly “mpi 
- the games/hardware tto ut e ENA CT pat 

be found at the show. - be a E so FASTER THAN 

Only time and & good he ho ? VE 

round Olympia viril x E st, 

Maybe we] see you on the E 

Friday, Satuirdas or Sunday. : 

Wednesday and niitaday 

are trade is days folks 








A SLIGHT DIET... 





over his MERELY MANGRAM 


| peek at the software ofterin 
at the PCW Show. Normal 
will be resumed with the October 


tioned last month, and handed | 


pages to the team of wordemiths | 
in the CRASH office so that they | 
coutd take a fairly comprehensive | 
Reria | 


issue, as the team returns from 
sunning its knees in a variety of 


THE MONTHLY 


of GENESIS judges assembled in 
a Birmingham hotel room. After 
much deliberation, representa- 
tives from DESIGN DESIGN, DOMARK, 
CRASH (tours Truly), SOLUTION 
PUBLIC RELATIONS and MEL 
CROUCHER WORLDWIDE ENTERTAIN- 











locations across the globe and SOFTWARE STAR | 

Holiday ti nd back e 

y time comes round again, ts back to some serious work, FO | 
and this month's CRASH has gone oughly revitalised by a sum- R YOUR 
on a H-Plan diet! Staff hols, in | mertime break. US GOLD 
RR e crmb ads | CALENDAR 

ors, have lead to a slightly slim- | 7 Pa | | | Mo ER 

mer issue tio mens Sim | PROJECT GENESIS || 
densed rather than cut short. | 
Lloyd has been a bit tied up with | Not one, but two winnir game 
work on the new magazine men- | designs were selectad by the team 





MENT ENTERPRISES UNLIMITED (Mel 






Ed feit they couldn't avoid 
| ade two winners. Às a result 
| two GENESIS games are planned: 

a shoot em up should appear in 
| time for Christmas followed by an 

arcade adventure early in the 

Spring. Full details of the desig- 

ners and their winning designs 

appear in the News and the 

Results Pages this issue. You can 

expect to reading a lot more 

about the progress of the 

GENESIS pegiçot over the coming 

months. . 
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ê Please sendme the CRASH PLAVING TIPS SUPPLEMENT SPECIAL CASSETE. O] 





Lenciose cheque postal order (payabie to CRASH) for £ 1,99, E 
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«REACH NEW HEIGHTS IN TENSION! ) 7 =>: 
pesei ENNRAD” * EO OS | 


U.S, Gold Limited AMSTRAD €7 AOS Yortxhose 


Vortex Softwore Ltd. 


1) Unit2/3 Holiord Wioy DS 24 Konsos Avenue 


Holford SPECTRUM £9.95 off South Langworthy Rd, 


Birmingham Bé 7AX CASSETTE Salford M5 2GL 









Dare vou [0 mn e 
challenge with the 






VIRGIN ATLANTIC 
| CHALLENGE GAME | 


On the 29th of June 1980, Richard Branson 
won the BLUE RIBAND title for Britain 


Can you do the same? 


With a FREE poster of Virgin Allantic Challenger || 


Windestocks ias! on ba atVirgn Games Cente 


the 
[OT 


ABERDEEN 172 Union Street IN BIRMINGHAMSE Corporation olreei 


no. 1choi 
games 


164/66 4/6128) 


f8.9 Day 






ce 


BRIGHTON 15//161 Weslem Rad EM BRISTOL 18 Merchant Street 
BROMLEY 140/144 High Street (in Burton Menswear) 
ELASGOW 28/32 Union Street IM LEEDS 24/56 Briggale 


PLYMAQUTA 105 Armada Way EE LONDONHOO Oxiord Street 


TOP MANO;ord Circus. 
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ACTING AS MIDWIVES 
IN THE BIRTH OF A GAME 


Both the volume and standard of entries to the GENESIS — Birth of 
a Game competition were “stunning” according to the judges who 
assembled in a darkened hotel room somewhere in Birmingham for 
the final judging ceremony. 

An Executive Minion at CRASH Towers spent over twelve hours 
lust opening the entries to the competition and sorting them into 
some semblance of order before they were loaded into the Editor's 
car and shipped to Brum. 

Judging began shortly after 11.00am, and after some discussion 
as to how they were ever going to manage to come up with a shortlist 
of entries let alone a winner, the judging panel set to work with a 
vengeance. Às they ploughed through the entries, the members of 
the team specially assembled to pick a winner were continually 
amazed by the standard of presentation and quality of ideas con- 
tained in the entries. After a working lunch — a few plates of samies 
— and many dificult decisions, it was nearly teatime and the vast 
pile of GENESIS entries had been whittled down to a manageable 
shortlist. 

Coffee was served and some detailed analysis of the remaining 
game designs followed. Several designs that were full of merit but 
somehow didn't seem likely to make a mainstream game were put 
to one side. With their senders' permission, these will be forwarded 
to companies active in the budget software market for further con- 
sideration. 

After much discussion, two game designs were left in the lead, 
and two entries marked for an 'Award of Merit'. Finally, two contes- 





SAVE SOME LUVVERLY LOOTI 


lan Andrew, bossman al INCENTIVE 


was well chuffad to leam that The 
Graphic Adventure Creator had 
been awarded CRASH Smash 
status this month. So pleased, that 
he's prepared to let CRASH read- 
ers save £3,00 on the recom- 
mended price of £22.05. 

Sean Masterson takes a close 


Dear INCENTIVE 


e O O TT O O = = E o ms e 


GRAPHIC ADVENTURE CREATOR OFFER 


look at the adventure writing utility 
written for the Spectrum by Bren- 
don Kelly on page 84 of this issue. 
H you're tempted to start writing 
adventures, use the bijou 
couponette that appears here to 
order GAC direct from INCENTIVE 
and you'll have three more pounds 
to spend as you like. 


Iwould like to avail myself of your money-saving offer on The Graphic 
Adventure Creator and consequently enclose a cheque or postal 
order for £19.55 made payable to you along with this coupon. Thank 


you very much Mr Andrew! 


| Send to INCENTIVE SOFTWARE LTD, 54 London Street, Readina, 


RG1 450 
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tants were left to slug it out in the ring of The judges pondered, 
agonised, talked am abnt doido ordered more coffee and 
then held a full meeting. itwas clear that there had'to be two winners, 
not one. 

KAT TRAP — Planet of the Cat Men, dreamt up by John Eggleton 
was selected as the first GENESIS inspired game and should be out 
before Christmas, while The Sewer from Martin Lee Is goingto be prog- 
rammed in time for a Spring release, 

Leper Attack at Lemming Rock, a design submitted by lan Bell was 
weil received by the judges — in the game vou play the part of a lemming 
hero whose aim in life to free his lemming colony from the threat posed 
by the Leper King and his evil minions. The final controntation with the 
King requires the heroto fightina very unorthodox manner — a flatulence 
attack is the only way to kill off the arch baddie! | 

Nigel Palmer's game design for Headache was felt to be a litile short 
on actual gameplay, but the core idea was sound and supported by a 
wealth Of material covering the marketing and presentation of the game 
itself. Both lan and Mio wir a Special Commendatian from the judges. 
CRASH/DOMARK/DESIGN DESIGN goodiebags will be on their way to 





the two runners up very pes ; 

Graham and Dave from DESIGN DESIGN duly scampered back to 
their Manchester lair to begin work on KAT TRAP. and by the time you 
read they will have had a meeting with John Eggleton and the game 
should be well underway. Take a peek at the Results pages for a few 
mere details of the judge's shortlist and stand by for a progress report on 
the programming next month... 












John en |, designer of KAT TRAP, soon to find fame and 
sega Ph gi im le ça 
by 
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There's no doubt that there's a 
strong Match Day following 
amongst CRASH readers — one 
abade rob to setup 
the MATCH DAY RECIA- 
TION SOCIETY. Perhaps it is 
time to admit that we should 
have made the game a Smash 
During an interview with Jobn 
Hitman and Chris Clarke, the 
people who wrote this famous 
OCEAN game, the idea of holding 
a Match Day Challenge was 
mooted and met with all-round 
approval. So, towards the end of 
ordinal 
going te rway up from 
The Smoke to the sleepy market 
town of Ludiow with the aim of 
on the cream of the 


E towr 
| CRASW'S Match Day playing 
papa 


dership. 
Which is where you come in. 
We're going to pit this program» 





so Bi THINK YOU CAN PLAY MATCH 
tido 


ming duo against a CRASH staf- 
fer and a selection of readers, 
and report on the tournament in 
the December issue. H you can 
win at International Level with a 
score of 15-D or better, John and 
Chris reckon you might be in 
witha chance ()). 

If you're a skiled Match Day 
player, and fancy a trip to Lud- 
low at ourexpense as well as the 
chance of fame, usa line at 
CRASH MATCH DAY CHAL- 
LENGE, PO BOX 10, LUDLOW, 
SHROPSHIRE SY8 1DB before 
25th September. There's no way 
we can validate your prowess in 
advance, but remember, H you 
tell fibs about your footballing 
skills you'll look a real wally 
when Chris and id nn 
eia ing defeat, and all the 
other CRASH readers get to 
read about your humiliation... 
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jibes. 


Sadly jibes come no cheaper than 
those aimed at Cracked and Tubby 
at THALAMUS. 
Latest from the Islington institute 
for overindulgençe is that then 
dynamic duo, Flathead and Cap- 
tain Corpulent, the tea boy wonder, 
cra their Pratmobila, 

Yes, in just one week, they man- 
aged to total the company car —a 
Datsun Cherry — no fewer than 
three times! The last concussion 
was so conclusive that the poor 
Nipponese auto is nixed, But com- 
miserations to both of them on the 
loss of their Cherry. 

But no more. We turn to more 
serious criticisms. My fan club has 
been writing in to complain about 
| my selt-indulgent fantasies. | was 
particularty taken with Mr C H 
Evans' query, “Who is this stupid 
lite prat?'' Well, CH, actually Em 
rather a Dig “little prat'' and as to 
your brave challenge, “he can try 
to rip out my liver if he wants to” ,| 
wouldn't wish to touch any of your 
organs. Instead | have an electric 
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a E 
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IN SEARCH OF 


SHERBER 


Last month, something went severely wrong with this column. lt was nothing more 
than rumour and scurrilous gossip. And FEAR AND LOATHING is more than cheap 


chill, dell o save for 
| next visit to Powys! 
They're ten a penny. | pr A 


: of Norwich, a city 
torn apart by its inner city hooligan 


element, comes closer to the | 


mark. He complains about my fixa- 


tion with food and a certain vodka | 


and tomato juice cocktail. | agree! 
Boozing and drinking are not fit 
subjects for young, impressiona- 
ble readers. But what can replace 
them? | fancy a certain white pow- 
der that you suck up through a 
straw, Yes. Sherbert. This months 
quest is for a baggie of sherbert. 
And this month's quest begins 


-atthe Grosvenor House launch of 


ns Lair by SOFTWARE PRO- 
JECTS, The Spectrum version of the 
game they said couldn't be done 
wasn't done, Of course, apart from 
the final screen. |t looked fun, but 
dont expect the laser disc 
graphics of the arcade original. 
do quazing here though, 
Attwood. The butties were curvier 
than Doomerangs. | suspect they 
were of Liverpudlian origin but the 


E 


m, | j 





poor delicate things had not travel- 
led well. 

THE EDGE was celebrating its 
fourth birthday and a move to new 
Covent Garden premises with a bit 
ofa bash a day or two after. Plenty 
Of icing sugar topping the cake, 
but no sign of sherbert. Still, a 
wacky time was had by all, espe- 


“ cially my Swedish girlfriend, who 


was chatted up by a succession df 
software types. 

Funniest faux pas came from à 
tyro freelance journalist who was 
wandering round touting for busi- 
ness. He sidled up to her and hav- 
ing introduced himself, asked her 
if she heard any software stories to 
tell him, | can only think this is the 
sort of quy who would ask Paula 
Yates for gossip about Bob Geldof! 

By now | was itching tor some of 
the fizzy stuff. Sure | could have 
scored a deal down at the corner 
shop, but | prefer to lig everything! 
So | went BEYOND Southampton 
Street, where | found Francis Lee 


and the gang sporting pointy ears | 
- 


Fhe Eligible Baxter, snapped outside a London Esterie 
wherein he was about to reveal the secrets of BEYOND's next 
scheduled relegse, the oficial STAR TREK game. Certain of 


my readers will be pleased to leam that alcohol is not served 
inside such establishmenis. ... 
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"Beam me up, 

Luckily Baxter was present to 
lunch me and drop the odd hint 
that this outbre of imational 
behaviour was related to some 
new release or other. 

Apparentiy the BEYOND stand aí 
the PCW show will be shaped like 
the Enterprise. . . though why any- 
body should want a stand model- 
ted on a now defunct micro is 

vond mea. 

something fishy about the next 
port of call, PIRANHA software is a 
new name, but behind it lurks an 
age old concerm, MACMILLAN, the 
book publishers, So when th 
splashed out on an informal launo 
do, it was in the oak-lined splen- 
dourof the WB Yeats room. 

The meal was rather less staid 
than the surroundings, consisting 
of a selection of painfulhy punning 
nibbles on the piranha theme. The 
Piranha Balls caused much merti- 
ment, | can tell you, The Piranha 
Cocktail, whlch turned out to be 
Black Velvet, was much more 
palatable. But I'm talking about 
alcohol! again. 

Suddenly a chaming lady 


| named Mandy sidled up to me, 


and oflered me something very 


| specialifl'd onhy lather digitise me! 


What she meant was that Strike 
Force Cobra, one of the first 
PIRANHA releases, is to feature 
phótos of the team members, and 
it was up to us mega-butch jour- 
nos to portray those micro-chip 
marveis 


There were sight of us who had 
our piócias snapped and no, | 
wont tel you which one of the 
Cobra Force | am, except to say 
that the grease paint moustachea 
and eye make up (eye make up!) 
didn't mash off quite as easily as 
Mandy had suggested, and | was 
followed round the PC User busi- 
ness show all that afternoon by 
somebody called Bruce. 

Back to my payment for suffer- 
ing this-indignity. Did | a Bar- 
ret's Sinus Clearing Sherbert Foun- 


a | tain? Noll gota fluffy toy piranha. 
| The company had fifty of these 


specially made, and extremely 
cute they are. I've called mine Alan 
after the biggest piranha | know. 


Hunger S. Minson 
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a real qa probe wa 





| had enough there to kesp me 
while 















Producer: Cascade 
Retail Price: E9,05 
Author: Paul Laidiaw 


eek, an enemy fleet has 
invaded our sunny shores. 
mm The janding craft beach on 
tha shingie and offload the tanks, 
trodps and surface-to-air missile 
bases. Enemy hters and 





troops ” 
if things get too hot. 
sofre cu 
Start Db ing. The wi sirens 
begin to scream as the invasion 
becomes apparent. As you race 
towards your aircraft the gravity of É a 
the situation begins to dawn on | E = 
you. Uniess the enemy invaders À Fi 
are destrove O (areat Britain will fall 
into foreign hands. 


The Allied base possesses three ri 
ANAT combat aircraft, lts up to | E degpgrra 
you, às an ANAT pilot, to defend ER 
the southern coast of your home- PE 


land against the maraúding invad- | 
grs. The game begins with a series 

of options which must be selected 
before the craft can become air- 
borne. The mission can be flown 
under summer or winter condi- 











O “ Usually | avoid flight sims like 
8 plague because after wading 


game itself is often awful. This, I'm 
mary of the others xcopt 
there are fewer fsducior and 










CR you only need twenty f to 
CRITICISM pleyit re leds than marrhai 
| sound effects which is probably a 
O“ This is excellent, and Pet Da probaDe by dy a a 
= 8 is exce rona would bly drive me up 
“po ia Spositums best | the wall, The graphics are about 
qht simulator. The scenario is os arg tia, gen 

| unrealistic: jerky and slow moving, atthoug 


there ars some nicely detailed 
enemy planes, tanks and the like. 
My first few goes on this one were 
quite good fun but after | became 
competent there didn't really seem 
to be much point in playing t any 
more. ” 


are nine skill levels altogether, level 
one being a training mode. This |s 


pda & very good. To oe 
5o many flight simulators is 


is very good, with a Save facility, | identical to a normal mission 

and the to dates. | except that the enemy planes 
Uniess you Hp ai don't fire back at you. 

simulators, Hd mend this ciency aí the controls 

game pretty highly. " of the aircraft has been achieved, 

its time to arm the combat jet. 

There is a choice of equipment for 


O “Theres no shortage of filght 
simulators on the Spectrum mar 
kat — but unfortunately not too 
many of them are “ACE is cer 
tainiy a good try 


multirole, air superiority, ground 
attack and naval attack 


interested while playing 
screen tendeg to look too blank 
too much of the time, The controls 
are the same as your basic flight 
simulator and aíl placed on the 
most obvious keys. | fait the con- 


for any serious flying to take place. 
The idea of having a fuel plane to 
dock with is great, but to get there 
you would have to have a full tank 
of aviation fuel — which seems to 


capabilities. An unusual aspect of 
this flight simulation game is the 
two player option. A second player 
can join you in the jet fighter to take 
while you concentrate on avoiding 
the enemy's missiles, 

“Tha inside of the cockpit con- 
tains all the regular controls you 
would expect to find, There's also 
arsarcamera so you can see if any 
of the baddies are creeping up 
from behind. |f an enemy missile 
attack hits home, it's usually the 
rear-view camera that is tha firstto 
go. Most of the missiles car be 
avolded by taking evasive action 
and Caiado foda plane a bit of the old 
pitch and roll routine. The radar 
shows edad nie outside your 
range of on either above or 
below you. 

Tha ja of the game is to 
destroy all the enemy craft in order 
Of numerical superiority, as certain 
craft carry more points than 
others. Às soon as the land and air 
targets have been reduced to 
scrap metal you can concentrate 
on wiping out the enemy naval fleet 
which comes in to rescue sur- 
vivors. 

Once airborne you have access 
to the onboard map. This shows 


ESA | 


of the weapons systems | 
















o |] 


Pias Ci: | | 





























| the exact positions of the enemy 

planes and ground forces as well 

as the Allied bases which you must 
make for if a landing for damage 
repairs is forusia Fuel is a ja 
problem. Fiying at very high 
altitudes uses up a lot of fuel, and 
when the tanks get a bit too empty, 
a message flashes up on the 
screen to point out that a refueiling 
Session is calted for. Refuelling has 
to be done in mid-air. 

H things get too hot to handle, | 
there |5 always the option o no 
Try and eject over Allied te Ory, 
wont you? Skillad AWAT pilots are 
hard to find, and Tê not much 
| use cooped up in POW camps! 









































COMMENTS 







Control keys: O quit, M map, u 

| scg bo pe down, S up, E 

bank left, R bar podr AX fira, 

ENTER select, SHIFT 

decrease thrust, Z increase 

Joystick: Kempston, Interface 2 
sive 


Use of colour: a bit uninspired at 


rapido: 
ios: average 
Sound: quiet! 
ra levels: nine e 

reens: scrolling display 
Generairating: above average for 
this type of game 































DANGERMOUSE 
In Making Whoopee! 


supply the Baron with power and 
materials for cushion factory. DM 
manages to shut down enough of 
these factores, when he eventu- 
“ally gets through to the Whoopee 
cushion plant hell find t a lot 
easier to burst the cushions with 





Producer: Sparklers 
Retail Price: £1.99 
Author: Phil Snell 


anger Mouse is taking a 
well-gamed holiday down 










CRITICISM 





&'* Danger Mouse games could 
be really good as he is an 


















Pin Cheddar Gorge in the | the P.LN (Pointed Imploding Nee- | extremely versatite character, 
sunny West Country. It should be | die) because there will DE less of | unfortunately he doesn't seem 
a nice quiet holiday as he's on his | them. to have been used to his 


greatest effect or ability yet, and 
all the games in which he has 
starred have been a bit on the 


pg 


| Eae Fei ep 


The screen shows a three 
dimensional view. of Danger 
Mouse in his car as he battles 
around the city looking for clues. 
The bottom half of the screen 
shows the layout of the city with 
DM's position marked, along with 
obstacles such as the Troll with no 
Plaiçe to go, who only moves out 
of your way if you give him a fish. 
Gedditt? Useful objects can be 
found by visiting store rooms. 
Walking through the unmarked 
doors in the store rooms, DM must | 
try and navigate his way to the blue 
exk at the top of the screen. When 
nation... he gets to this stage, a useful 

At his hideout in Chicago, the | object is offeredto him. 

Baron and his minions are busy When DM finds one of the 
manufacturing thousands ofWho- | baron's factories he must avoid 
opee cushions. Strange. But there | whatever is being manutactured 
is method behind this madness. | there and get to the top of the 


“own without the bespectaled and 
gasily startled Penfold, but despite 
the beautiful countryside, DM is 
finding it hard to relax, Even the 
famous Cheddar Cheese Straws 
| can't put his mind at rest. 
Eventually his worst fears are 
confirmed: a telegram from Col- 
onel K tells him that Baron Green- 
back is up to his dastardiy tricks 
again. Poor little Penfotd has been. | 
Kidnapped by the Baron's hen- 
chmen. But's that's just the tip of 
the iceberg. The grotesque Green- 
back has come up with his worst 
plan ever for ultimate World Domi- 


aa ao Men cão Rope 
























turns the comers in the road in a 
very realistic fashion, andis drawn | 
very accurately 
beautifulhy, even down to the odd 
glança around while playing. Alter 


a basic rmaze game — which made 






=: k ; Eme sã asa 
a a 's E x e E) 
' a a E E a. 


























and animated 


the appeal of the game had worm 
off, | couldn't ses much more than 


me understand why it was only 
71.99, The sound on the title 
screen is an extremely loud and 
accurate rendition of the DM 
theme tune, this and the DM 
character were the only pulling 





The maze of chty streets through which our intrepid rodent 
hero traveis on his way to thwart the plans of arch villain, 


Baron Greenhack 



















boring side. Controlling Danger 
Mouse's car is at first very hard 
| to getusedto, so itis easy to get 
lost in the maze. The game plays 
quite slowly and once you've 
seen a few screens there is lítile 
variation, and boredom sets in. 
The graphics are colourful but 
there are a lot of attribute prob- 


with some nice spot effects in 
the game, and the Danger 
Mouse theme tune on the title 
| screen. Not a bad piece of 
cheapo software — it would be 
nice ff it was a little more com- 
pelling, " 


O“ For£1.99, this isa fairgame. If 
it had been priced any higher, 
there's no way that | would have 
said anvthing nice about it. The 
graphics are not particularty good, 
but they give the a impression, 
Playability wise, DM is good, but 
nothing special. Despite the difte- 
rent screens, it doesn't hold much 
inthe way of interesting action. For 
the price worth a look, 
methinks. - 
























Scampering through storeroom, DM does his best to get 
another useful item in his quest to defeat the Bad Baron 







screen to the exit door in much the 
same way as he did in the store 
rooms. Then it's back into the car 
and off somewhere else. 

While Danger Mouse is hunting 
around the city looking for clues, 
the Baron is making more and 
more cushions. When the number 
gets to 100 the game ends and 

| Greenback has triumphed. The 
number of whoopee cushions 
trundling off the production line is 
shown at the bottom of the screen 
along with any bonus marks. 


The plan is to put them on every 
seat in the United Nations. S0 at 
the next meeting there will be 80 | 
mary blushes and apológies in 
every language imaginable that 
during the ensuing chaos Green- 
back will be able to sneak in and 
take over the world. 

Danger Mouse casts aside his 
packet of Cheese straws and sets 
oft for Chicago, Quite apart from 
the Baron's sinister whoopes 
cushion factory, a number of gas 
making factories and power Sta- 
tions must be shut down as they | 
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O “Yes, we all know that Danger 
Mouse is great: | love the TV series 
and all that stuff. The look of 
DMMW is very good, and a valid 
attempt is made at drawing a 
believable road. Danger Mouse 






lems. The sound is fairly good | 


points of the game. | couldn't find | 
much eise to validate the lashing 
out of nearly two hundred pen- 
nies. " 





Controlkeys: O left, Pright, Qup, 
A reverse direction/down, O firer 
jump, 1 status screen, 2 continue 
y dis 5 abandon game 

oystick: Kempston, Cursor, 
Interface 2 
Keyboard play: fine, but a Dit 
tricky controlling the car | 
Use of colour: par for the budget 
course 
Graphics: nothing remarkable 
Sound: joily tune, fair effects 
Skill levels: one 
Screens: scrolling maze 
General rating: À reasonable 
game, given the price 
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an Dare lives dangeroushy. 
Most e car dddia pés no 


nr slirrry alien 


only snagis thata 
eba Is the Mekon 


will rute the word. 
goim o gh ich way? Not the screen. | found that Dan 








) CRITICISM | 


“| must confess to not 
being an avid reader of the 


old Dan Dare comic strip, 


but of course liks everyone 
eise I've heard all about his 


dealings with the Mekon. 


This game defias all adjec- 


by the Ugly visage of | tive — to my mind, it's one | 
mit to him. as Pê pa of the 
tibs “or accept tha dire con- 


he he Mekon has hollowed out am | I 
a fem pi take e look at this. The 
and has set it on a col ion course 
rh E no to th wondered H it was realy a 


“the nasty 
astaroid wi be AStonaiaa and the: 


of the best on the Speo- 
| trum. H you thought vir 
| MATE had hit new bound- 
| aries on the Spectrum, then 





graphics are amazing; | 
Spectrum that was produc- 


ing these pag colcur- 
E n is su 
rendered safe. again. The DO ore and ml | 


slow down one iota when 
lots of baddies appear on 


| Dare was extremely play- 
| able and a pleasure to 








DAN DARE, 


PILOT OF THE FUTURE 


Producer: Virgin 


Retail Price: 9.95 
Author: The Gang of Five 


play. 
eia PER PENe O buy tda Dio | 
ng asteroid. When they arrivê on 
di gt ctile, 
Slate o ERDloré Er atari He. 


has a mere two hours at his dis- 
posal to save tha world from 


“Dan soon realises his task is Mekons Diciranvnicio 7 





-golng to be far more difficult than 
he first thought. dd the 
Nam Eita is inhabited by Treens 

troopers guardihg the 







DAN DARE 





Tigens that got inthe way fa laser 
| Dan finds himself in a subterra- 


nean word in which there are five | 


levels. He has to find his. 

am k of floors, tra 
ling up and down in lifis, ri ho 
finds the self-destruct mechanism 





which will obliterate the asteroid 


before ithas chance to collide with 
the Earth. To do this, however, fiva 


“CRITICISM k 


“At first sight Dan Dare 
didn't really appealto me as 
lt didn't seem that original, 
but after playing for a while 
it did start to grow on me, 
The game is fairly easy to 
| play; running around the 
| Place shooting green nas- 


| | your 
| steps st high speed isn't 
exactly brain taxing, but it's 
jolly good fun ail the same, 
Tha palio ara good: all 
| the haracters move 

road smoothly and the 
| sr. abra are very 
pretty The sound when 
| compared to the graphics 
| is a major disappointment 
| — only a couple of spot 
| effects in the whole game. 
| À very slick pisce of prog- 
| ramming, but | wonder HH Il 
stHl be playing Dan Dare in a 
“couple ofweeks' time..." 






























vital pieces ofthe mechanism have 


to be found and assembled in the 


control room — one part of the 
contraption has been hidden on 
each level. The lifts work sporadi- 
caily, and Indicator arrows reveal 
the directiona of travel available, 

- Dan Is a su erit fellow, dep 


mea Ea his quest, 
a var ects lying around 
can be collected by jumping onto 
them, incl etstoboost his 
arsenal and. pilis to increase his 
energy. 

“As the game loads, the faces of 
the two protagonists — Dan Dare 
and the dreaded Mekon — are dis- 
played on screen, and the action 








/ CRITICISM ke 


“ Anyone out there, ne 
| didnt read the old 
Comics? | loved the Eno 
Sun and | like the game 
| too. The graphics are very | 
| g00d, but the colour |s sim-= 
| ply astounding — surely the 
| best on the Spectrum 
Dan passes in front of and 
behind the without 
the silk st sign of attri- 
ash. The game is 
| Playable, addictive, and 
generally well worth tha 
time, | and money of 
any self respecting Spec- 
Peso owner or Dan Dare 
15 






















starts with the Anastasia speeding 
towards the asteroid. The game 
folows the nick screen format, 
with the status area below the 
action zone. The total score and 
the amount of time Dan has left in 
hours, minutes and seconds is dis- 
played and two bars indicate the 
enero levo çã Dan's arsenal and his 





g Play screen captions in 
ge sv of the original comic 
strips pop on sersen from time to 
time to explain whathas happened 


Re a e 
manages a on 

plan, que q eia is shown 
speeding away from the asteroid 
justbefora itaxplodes and then the 
end ri displays the explo- 





sionit 


| Control keys: O up, A down, | 

| Pngm,B, No M, SYM SHIFT. | 

| SPAGE to fire 

| Joystick: Kampston, Cursor 
Keyboard play: no problems 
Use of colour: very claverty 
done, bright and attractive 
Graphics: excellent 
Sound: not enough, really 
Skill levels: one 
Screens: 125/130 (ish) 
General rating: A game 

| which lives upto the image of 
the cartoon character 


Use ofcomputer 93% | 
Graphics 95% E 
Playability 93% 
Getting started 91% 
Addictive qualities 91% 

| Value for money | 90% 
Overall 92% 
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Producer: Mikro-Gen 
Retail Price: £B.95 
Author: Dave Perry 


icky Steel is here! The new 

teenage super hero with the 

mechanical arm has finally 
arrived. Just in time, it seems, to 
save the world from the evil Dr Var- 
dos and his merciless minions. 
Firstonfootand then inhiscombat | 
vehicia Nightwind, Ricky weaves 
and dodges his way past the the 



















Fr]: 
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emmeeroo got 


o a e] e AL O, GS CT RE a 45 
des ret ed dp ed e Oia ab e O DOS À 


| ofaerobatics and as he deals with 






















back and forth trying to eradicate 
Ricky, but Nightwind is equipped 
with a powerful laser cannon, 
which evens the odds a little as 
Ricky dodges and weaves his way 
towards Dr Vardos and his hideout. 
Bl tha enemy forces have to be 
wiped out before the zone is com- 
pleted. 

In the third zone, battle resumes 
over a watery channel. Nightwind 
is amphibious as well às capable 


O“ Well, last month there was a 
crowd around the demo of this | 

game, with € e saying 
“how brilliant it was. | think that 
compared with Equinox — Dave 
Perry's last game — this is well 
worth a Smash. The first few 
levels are very, very hatd but 
once you work out a method | 
| mos Star Ro gal ita Pp | 
The idea behind game isnt 
exactiy original, but it is pre- 
sented in a very nice way. 
| Graphically it's excellent! The 
| olling |s brilliant, as are the 
characters which are after you. | € 
am generally very impressed as | quibbles apart, Ricky Steel's first 
Hà is playable, pretty and compel- | game is an excellent blast-the- 
ling. ” enemy production, and he stands 
























the airborne threat, Ricky has to 
de PEL TRIM RBK - 120k 





a chance of becoming a real 
O “Stainless Steel contains | super hero if this standard is kept 
excellent graphics and superb | up.” | 





E 


acid 


rd 
[Es : 
ET 


Having negotiated tha mean streets in Zone £oro, ace lensper- 
son Cnmeron Pound smaps the Steel Hero as ho enters Night- 


Mn ue 


enemy craft sent by the evil doctor 
as he heads towards the ultimate 
controntation — with Vardos him- 
self! 

The action Is seen from abúve 


down. game contains four 
zones, each with its own set of 
hazards which become SUCcces- 
sively more treacherous. Enemy 
| craft can approach from either in 
front or behind so Ricky has to De 
constantly alert — if his concentra- 
tion wavers for a second, the 
android army commanded by Dr V 
is likely to send him to that 
scrapheap in the sky. 

In the first zone Ricky has to leg 
t along the tarmac, avoiding 
helicopters which have the capac- 
ity to blast him to smithergens with 
their missiles. A collision with a 
| chopper is also fatal. Fortunately, 
Rick can fire missiles too, and he 
also has a bomb shield to soften 
the effects of enemy attack. Trundi- 
ing past traffic jams and road bar- 
riers while destroving android pat- 
rol ships which move across the 
road, the man with a steel arm has 
to make for the end of the zone 
and a-reunion with his cherished 
motor. 





















and fiving through the air, Ricky's 
task is a little harder. Bubbles of 
fuel need to be collected to keep 
| the super-car in the air as the 
dynamic duo fight their way across 
a desert. Rockets come zooming 
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and the play area scrolls up and Ê 


| strength is displayed below the 


in zone two, aboard Nightwind | 




















watch out for submarines which 
pop up from the water every so 
often. Plonking a bomb on the 
deck of a submarine requires 
sharp rsactions and quick timing, 


Zone One end Nightwind zooms across the desert with an 


but lots of points are there for the android missile up ahead and a Helicopter about to Fly off the 
ps lad- bottom of tho screen; Ono Ho leit and n..n.ninoteon enemy 
The final zone is populated by drolds fo eradicate. Cameron's got his work cut out here... 


androids in the shape of lizards 
and salamanders as well as Dr Var- 
dos' other minions. Their aim is to 
thwart Ricky's noble attempt to 
save the world e Aa and 
eliminating the evil Dr Vvardos. 
Status displays flank the main 
action screen: on the left, Ricky's 
energy and shield or arsenal 














sound effects: the game is very | | a ES 

simple but very addictive. There | Wimol li IilIviES 

are some great sound effects, and "o dao à K 

its a shame you red to o » 

great. As shoot 'em ups go, Stain- | Thrust, Down/Turm, Left, Right, 

e bad do lopes ara | o 
haggiici ystick: Ki on, « INReT- 

he bottom of the screen that tels o RAR 

you exactly how far away you are | Keyboard play: fine 

from the end of tha section. The | Use of colour: monochromatic 

graphics are superb and quiteorig- | action 

inal, with detailed backgrounds Graphics: very neatly done 

throughout the game. Shoot em | Sound: tune on loading, plus good 

up fanatics will go wild over SS to | effects 

start with, but I'm afraid they may | skill levels: one 

find it too annoying because when | Sergens;: four scrolling zones 

you die you go nght back to the | General rating: A slick shoot 'em 

beginning. Attractive but infuriat- | up without too much depth 

ing. * 


O “ Stainless Sites! is a great 
screen when Ricky bites the dust. | shoot 'emup. it has got very good 

Steel by name and steel by | graphics, excellent sound, and on 
nature: it takes more than a few | topofthat, a lot of playability — it's 
androids to despatch a teenage | addictive, too. One thing that nig- 
super hero. mixno-GEn plan to pro- | gles me is the fact that when you 
duce further games odio Poda die, the game takes you right back 
but first he has to beat Dr Vardos | tothe beginning of that level. Minor 

































score meter; on the right the zone 
number is displayed, together with 
the bonus points awarded, the 
number of androids that remain in | 
the zone, and large red hearts indi- 

cate how many of Ricky's four lives 
remain. |f the enemy forces are not 
shot down fast enough, it's possi- 
bile to end up with a negative 
bonus score, so quick shooting is 
the order of the day ... À radar 
screen below the main display 
reveals Ricky's position in relation 
to the nasties in the current zone, 
and a message is flashed onto this 
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Trained to kill, you must penetrate the defenses of 
Abraxas, destroy the terrorist H.Q. and glide to safety. 
ncaseofdificulty Clider Rider VW ir. Peca - = o E Quicksilva Ltd., Victory House, 
*, canbe obtained from Quicksilva “2 TS - e qa SO e Leicester Place 
Ltd., Units | and 2, Conlon | PE Won, RP ' nm | es E 
Developments, Watery Lane, RA E MOU oa N “v/ London WC&H 7NB. 





RUPERT 























AND THE 
ICE CASTLE 


| Producer: Bug Byte 
Retail Price: £2.99 
Author: Bug Byte 


Producer: Macsen 
Hetail Price: £9.95 


old Runs the successor to 
the game Blockbusters, 
' both based on the popular 
TV quiz series for teenagers in 
which Sixth Forms and Technical 
Collages compete against each 
other to win some very impressive 
prizes. 

In the television programme, 
after à team has completod a 
round successfully, one member 
15 invited to stand on the Hot Spot 
and take part in the Gold Run. In 
this section of the game a player 
has tô complete a horizontal path 
across the set of hexagons by cor- 
rectly answering a number of 
questions, In the grid are a number 
of five shapes sach containing the 
initial letters of a phrase or popular 
string Of words. The Player selects 
the initial letter of the hexagon 
which he or she wants to answer 
questions on, and the question 
then appears at the bottom of the 
screen. For example, the initial let- 
ters dl be deh tha ques 
pda * | would follow: “Another name for 
lot more piayabie and adolictive for | the Aurora Borealis' the answer 
a start and it's much easier to get | should then be typed in — 'North- 
into. The graphics are, on th | em Lights', an answer is wrong 
whole, good. The characters are | tha hexagon goes black, but ifthe 
well designed, move around | question is answered correctly it 
smoothly and even look like the | goes vellow and the player can 
comic book characters. Tha 


a elpcbd rbd o tina 
but the sound is a lítile disappoint- 
ing. There are a few spot effects 
put no tune. Generally, | am quite 

with this one as it has 
ad addictive qualíties and it is 


very compelling. ” 












The game is over when each | 
| level has been com dandall | 
| of Rupert's frends have pottered 
| back to Nutwood for a hot cup of 
| cocoa in front of a raaring fire. 









































upert and his chums are get- 

ting some serious hassle 

from Jenny Frost, Jack's sis- 
ter. Not content with covering the 
coumtryside in an icy blanket, she 
has also kidnapped Rupert's 
friends. Bingo, Edward Trunk, Algy 
and Bill have all been fro- 
zen solid and are being held cap- 
tive In the Ice Castle. Rupert must 
go to the lce Castla to defrost 
them. The only way he can un- 
freeze his woodland chums is by 
giving them an ice pill. 

Before setting out, Rupert can 
choose how many ice pills to take 
with him — up to eight are avaita- 
ble — and select which ofthe three 
levels to attempt. Rupert has to 
ls the ramparts and jump onto 
ei gona ne dges to try and return his 
friends to the tand of the living. 

Apart from the bitter cold inside 
the lce Palace, Rupert also has tó 
comtend with the traps that Jenny 
Frost has set to try and trick him 
nto becoming his frozen 
| friends. Contact with the nasties in 
the game — which include falling 
icicles, a helicopter and a car — 
robs Rupert one ofhis precious ice 
| pilis. Ônce all his pills have been 
used up, Rupert is turned into a 
| block ofice. 










CRITICISM 






me, though the instructions 
| ca np a pp 

and the lce Castle is certainly 
nothing amazinghy mega-brill, 
but it's still a good game. * 


O “ Well this is certainly a step up 
irom the last Rupert game. lt is a 





O“ Icanremember seeing Rupert 
on television ages ago, and he cer- 
tainly didn't live in an lce Palace 
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| social ladder. The 


| Graphics: finely detailed 

| Sound: a few spot effects 

| Skill levels: one 
Screens: 





progress to the next hexagon in a 
logical route across the board, 
speling and punctuation all 
count against you in the Spectrum 
version if you make a mistake, but 
generally, if a question is correct 
Dut mis-spelt then you do get a 
second chance to answer it.| 
Although the questions tend to | 
remain at the same level, the time 
limit in which you must complete 
idos E lg e goes down each time. | 
first level this is 236 sec- | 
ia but at level nine it is onhy 38 
seconds, so fast and accurate typ- 
ing as well as a smart brain are 
necessary. After each game has 
been completed, the highestscore 
so far compared with your own 
effort is shown. There is also the 
option to restart the game or con- 
tinug in the series. 
Untortunatety, 








there are no 






mega prizes to be won in this ver- 
sion of Gold Run, not a Blockbus- 
ters sweatshirt in sight, and no 
effervescent Bob Holness pre- 
senting! 


CRITICISM 











































O “ macsen should start up their 
own TV company, Em sure R 
would be cheaper than buying 
the rights to all the games that 





then. He must be climbing the 
ics are well 
coloured and ailed. Atiribute 
clashes are kept to a minimum, 
usually with a single colouyred 
ba ound. Sound is very poor — 
| couldn't hear any beeps ary- 
i tico | really didn't 
s very un Ive. | res tt 
like the ne much, even ih 


Em Rupert's biggest fan. ” 


COMMENTS | 


Control keys: O left, P right, Apick 
up, £ jump 

: Kempston, Sinclair 
Keyboard play: unresponsive 
Use of colour: colourful but with- 
out attribute clashes 





:12 
General rating: A pretty platform 
game 
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they publish. Ifyou buy itto com- 
plement Blockbusters (which | 


presume you're supposed to) | | 
think you'll be a bi disap- 
pointed. This is because it's 
exactly the same as Blockbus- 
ters and even more boring. The 
sound is an improvement on 
| Blockbusters but is still the same 
okd repetitive tune. The game 
res some good touches, 
like the interrupt facility and 
speliing checker which gives 


Producer: Virgin 
Retail Price: E7.95 


Author: Miliside Software 
n eMh June this year, 
Richard Branson and the 


O::: Atlantic Challenge 


Team broke the record for the fas- 

testcrossing of the Atlantic by sea. 

Now there's a ue based on the 

tnp, so youcanhavea goat setting 

a new record and even win the | 
| Blue Riband for yourself. 

The game stars Richard Bran- 
son but in this case he's going solo 
as there's no crew to assist him. 
Richard must scamper around the 
ship whenever the onboard com- 
puter alerts him to a hazard in his 
path, a fault in the ship's engines 
and so on. But before Mr Branson 
can even comtemplate any poten- 
tial problems during his voyage he 
must make sure that everything is | 
ship shape so that he can begin 
his trip. | 

acamper up to the cockpit and 
start the engines. Not too slow or 
your fuel will run out before vou 
can rendezvous with the refuelling 
tanker, and not too fast or else 
Atlantic Challenger will break up. 
The voyage is split into three 


| you a second chance, But over- 
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all, the game is very poor and 
ar the WDFSt MACSEN games 
so far. ” 


O“ Technically, Gold Run is rub- 
bish. Funnily enough though, ithas 
an element of playability in it, and 
when played in a group, it lasts a 
long time. The obvious problem is 
that questions crop up again and 
again, bui MACSEN have made a 
reasonabie job of avoiding this, by 
providing a large dollop of ques- 





stages as the Challenger cannot 
carry enough fuel to get across the 
Atlantic in One go. The position of 
each refuelling tanker is shown in 
the radar room, along with tha 
bearing and number of miles bet- 
ween you and the fuel. Once you 
have the bearing of the next 
tanker, you can scamper back up 
tô the cockpit and set the Chal- 
lenhger on course. Once Atlantic 
Challenger is within 100 miles of 
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tons. The big drawback is that an 


answer |5 not accepted if it is mis- 
spet. Meanwhile, time is ticking 
away, and you're not going to beat 
the record... argh! Gold Run isn't 
a mega game, by any standaro, 
and its high price soe m a sirong 
way against it, but | reckon its not 
a bad game. " 


O This is the sort of game that | 
give to my hated cousins in Skeg- 
ness because it is completely bor- 
ing. | used to believe that 
gameshow computer games 










the tanker, itshows upon the radar 
screen, and you drive sight 
rather than autopilot. Aim the boat 
at the tanker and re-fuelling takes 
place automatically. 

The screen shows a cut away 
section of the interior of Atlantic 
Challenger covering two screens. 
The rooms in the boat contain 
equipment which is used via a win- 
dow system. To use a facility, 
stand Richard in front of it and 


could De fun if you played them in 
a group but I've tried with this one 
and ft isn't. The sound effects are 
| adequate but | feel that there 
should be more of them to give the 
game a bit more atmosphere. The 
game  responds stowly to 
| Keyboard input so typing things in 
Can feel like a punishment rather 
than entertainment. The game 
itself isn't really presented well 
enough to represent a challenge 
so this game just about falls to 
| Please Or impress me on all 
counts. ” 
































COMMENTS 


Control keys: any and all 
Joystick: n/a 

"Keyboard play: slow 

Use of colour: the same as the TV 


me 

aphics: ditto 
Sound: adequate 
Skill levels: nine 
Screens: one 
General rating: weak 


press the fire button. This opens 
the window option onto the 
screen. When you've finished with 
say, the Telex machine, another 
press of fire retums control to the 
main game. 
Mr Branson is a very busy man 
who makes a lot of money. Just 
| because he's battling across the 
Atlantic, doesn't mean he can 
ignore his business empire. The 
telex machine continually informs 
him about various deals in prog- 
ress, and you must decide 
whether or not to accept them. | 
| Huge amounts of money can 
either be won or lost this way. 

Apart from the boat, Mr Branson 
must be refuelled — Richard must 
sat quite large amounts of food to 
keep his stamina up for the gruel- 
ing voyage. If you neglect to keep 
nim fed, his performance begins 
to suffer and he can't stamper 
| around so É rasa To put some 

food in Mr Branson's tummy, he 
must be positioned by tha galley 
| window: a press of fire delivers the 
grub. 

Inthe map room the ideal course 
which Atlantic Chalienger should 
be taking is shown, along with the 
three re-fuelling tankers. The 
engine room shows the stress fac- 
tors, temperature and the speed in 
knots. If the engine gets over. 
heated or any of the levels get too 
high then the boat breaks up and 
sinks. 

Mr Branson can fail in his bid to 
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break the Blue Riband record in 
several ways: he can starve to 
death, crash the boat or rupture 
the engines. If the boat sinks, it's 
time to “Bring out the Branson' — 
he always escapes intact and is 
rescued by a waiting helicopter. 


CRITICISM | 


O “ | can't say I'm enthralled by 
this game. Quite frankly, ts bor- 
ing, and for the price, it can only 
be described as a rip-off. Atfirst, 


| the little caricature of R. Bran- 


peida nd re rd 
ng e same 
actions, dn the ship, 
rest of it gets tedi E Plavabllty 
ous. 
is fair to start with, but as it gets 
more and more repetitive, 
loses that and also any addic- 
tiveness it might have had. 
Reasonable graphics, but the 
game isn't worth a fraction ofits 


O “ vawn! The Virgin Atlantic 
Challenge game is a real waste of 


Producer: Bug Byte 
Retail Price: E2,50 
Author: Muraya 


a jurmtion is a game of 


Si | and judgement starring 
a pri traffic police- 
man. Louigi Pepperoni is a trainee 
traffic cop on loan from sunnmy Italy 
to find out how the British manage 
to have less accidents om their 


panions in Rome, Although Louigi 

has had quite a bit of training, his 

ormance is still à bit shaky. 

ow in Britain to further his train- 

ing, he's been turned loose on an 

UNSUS public to direct the 
traffic in a busy street. 

Louigi has to get large numbers 
of vehicies through certain junc- 
tons safety and without any 
unsightiy pile-ups. If he manages 


to pass the tests set him, he can 


progress to the next junction and 
so on until he is a fully fledged 


traffic policeman who knows what 
he's doing. Once Louigi has 
“achieved this status he can retum 


home to Italy and become reunited 
with his voluptuous wife, Fet- 
tucinee., 

Louigi directs the traffic by way 
of a number of hand signais Which 
you control by pressing the relev- 


has to be- properly co-ordinated 
and each vehicia sent where it's 
supposed to go. Miscaleulation in 
this area causes large accidents 
and Loulgi's He may also be in 
danger from a mis-directed car. 
lfs not just the continentais who 
get hot under the collar and shout 
a lot when driving. According to 
Sbugetti Junction, the British can 
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| clock 
“which to ph vo Bach junction. 


roads than their hot-blooded com- | 


ant keys. Each section of traffic | 





time and money. Just Andi 


oo cido ant dad m 


idea of fun, Graphically, this by 
abiton the poor side. Fourcharac- | 
ter is a nicely detailed, jolly carica- 


ture of Richard Branson but your 
ship is very dul! and undetailed; 


| there are many attribute problems 


too. The sound is also pretty use- 
less — there are very few spot 
effects and no tune or engine 
noise. Generaly, | don't recom- 
mend this one às it is highly over 





get quite stroppy too. If Louigl 
keeps the lines of cars waiting too 
long then he'll be in for a bit of 


a 4a 
se 18 played against the 
gi has five minutes in 


If the cars are kept waiting then 
they start to beep him, and f they 
besp Louigi too much fór tão long 
them the game-a is-a prema- 


| turely-a terminated, or as we say 


in English, it's curtains for Louigi. 

There are three levels to the 
game. Louigi can choose whether 
he wants to direct light, heavy, or if 
he's feeling particularly ambitious, 
rush hour trafico. Loulgi is actually 
over in Britain to learn about our 
traffic rules, but W you feel Ike 
doing a bit of traffic controlling au 
continent, then there's a European 
option in the game where all the 
cars drive on the right hand side of 
tha road, 

Points are awarded for cars cor- 
rectly navigated across the junc- 
tions with the current high Score 
shown below for you to try and 
beat. Please try to help Louigi con- 
trol the traffic successfully so that 


| he can return to the land of Pasta 
| and motzerella, and be reunited 


with his estranged wife and his 


| bambinos which he a-misses so-a 


much-a. 


PELLTE TOA ESA TR DT ie ORE a =] 


JINCTION | 








priced and unplavable. - 


O “ Lovely graphics on Atlantic 
Challenger but the game is very 
boring. 
proves quite interesting; and wait- 
ing for the telex to give you the 
option to buy certain things Is 
good fun but after a while you soon 
suss out what to buy. Everything 
else on the ship is very easy to use 


and requires noskillatall. Theobs- || 


tacles that appear in the way 
acarcely vary and are all very 
to avoid. The graphic of Richard 


6 “ Hmmm."m not at allimpre- 
ssed with this one. Ône game 


| was enough to tell me that it 


won't appeal to anyone. The 
graphics are shoddy and small, 
but some of them are nicely 


| detailed. The use of colour is a 


kite garish but there are only a 
few attribute problems. The 
game plays very slowly and it is 
hard to amass high scores on 
the lower levels so it gets very 
very monotonous after a short 
time. Controlling your man isnot 
as easy as it could be — in fact 
for the first few goes It is almost 
doi After a while it does 
get a little easier, though, as 
does the whole game. Even with 
its cheapo price tag | wouldn't 
recommend this game. ” 


| O “Sbugetti Junction is great 


from one thing — the game. 
e loading screen is great and the 


| iniay pictures look impressive, but 
| the game is very boring and repeti- 


tive. [found that Sbugetti Junction 
sind of two jr: a 
easy and one impossi is 
didn't help matters at all. The | 
graphics are very neatiy and 
clearly drawn but, due to them 
being all the same colour and the 
traffic controller being very smai, 
none e is iicadã to Asi catch 





t first Atlantic Challenger | 






3 | interested, and is far too expen- 


| SOME 





Branson is very accurate and 
looks very jolly all the time — even 
if vou starve him to death! VAC 
contains very little to keep anyone 


sivo, " 


comments 1 


Controlkeys: left, Pright, 1up,A | 


down, SPACE to fire 
Joystick: Kempston 
Keyboard play: no problems 
Use of colour: okay 
Graphics: neat caricature, and 
dod details 


Sound: none to speak of! 


Skill levels: one 

Screens: 3 main screens 
General rating: Not a terribly 
o or entertaining simulation 








| the eye. | also had some suspi- 
cions about the legality of the hand 
DE that the traffic would obey. 

| Junction '5 certaíniy orig- 
wou 
back to the game after a few 
months is very uniikely, 


e" 
atraffic cop, then | reckon Sbugetti 
Jdunction will completely rever 
you. K this is a real portrayal of a 
traffic policeman's day, then I'm 
suprised that any still exist! This 
game is, in a word, boring. Even in 
the “rush hour” mode, there is very 
| tie to keep the eyelids open, and 
éven less to keep you playing. 
Despite reasonable graphics, a 
| passable tune, and even an 
acceptable amount of playability, 

| tt Junchonis onegame that 
| will certainl 


Ifyou"ve always wanted to be 


not be coming back 
to, because | know that within five 
minutes, ll have swritched nt off. * 


| COMMENTS 


Control | 
Joystick: | 
Interface 2? 
Pp play: no problems 
colour: simp 


prada nothing wonderful 


: redefinable 
empston, Cursor, 


| Sound: tune on titla screen 
Skill levels: three 

Screens: two viewpoints — 
British and Európean 
General rating: An interesting 
idea, but an uncompelling game 
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HOWTOGETYOUR Lao rima ao aa iaa 
ME SPECTRUM REPAIRED FORONLY 19.95 UMA a ED 
NINO = [A EEISEEM GEC 
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Why not upgrade pour ordinary Spectrum into 
Errei É DK TronicedyDemnter biyboara 


tor onty ESTSO including feting VAT and 


try rat upgrade poe 16H Specirum to a Sax 
o De sitio as ET 7.05 including VAT, post and packing 
HF poda Metodo Hen sto ii sne nie tor 






















UM ion returm post ari pocking. ou, just send us E 19,95 rich 
Normal recommended retad price a tod ânciusive: Drica to 
| E4995, peplacemem peintec po e REAR 
Dx Tronicstey PA fio a Bill COSCs fckugira Metum 


postage 
TA Eus fieting instructions 


À x inciuáia pose é 2 | ne À ! 
rc eia Mr o o 
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WHY NOT PURCHASE THE SPARES FOR YOUR 























COMPUTERS FROM US. THE ONLY MAIL ORDER /ReSADA 
COMPANY SELLING SPECTRUM SPARES. RS 








2.500 -— “Same day despatch service on receipt of orders, 
â ie CU can WE You can order by Access card or call at our Reception 
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* While you walt service including * Five top games worth E33.00 for vou to dl Rº sp so mm a 

computer spare parts over the counter. enjoy and play with every Spectrum repair. MR tLirTTT: 
* Alcomputers fullyoverhauledandfully + Werepair Commodore 64's, Vic 20's, = F 

tested Defore retum. Commodore 16's and Plus d's. TENEDARD ES 50 
* Fully'insured for the return journey. * The most up to date test equipment PLATES PHS ELSOpEp 
* Fixed low price 0fE19.95 including post. developed by us to fully test and fine all Es 

packing and VAT. (Nota between price faults within your computer. 

Cf really up to E30,00 which some cf our * Keyboard repairs, Spectrum rubber Key “ea 

competitors aré quoting). boards only ER,95. 55 Way E 
* Discounts for schools and colieges. * Emonth written guarantee on il repair, ribbon cable to 


















extend your ports for 





LULA BEST PRICES! |/— TR - tio Ee] 
ARE YOU ANOTHER CUSTOMER - fed up we vers | ETO.OS  [L6SO cuscimps 
Waiting weeks for your estimate? | 

Need your computer repaired fast? Then send it now to the Number Oné Repair 
Company in the UK. or call In and see us at our new fully 

equipped 2,500 square foot workshop, with all the latest test equipment available, You 
afe-more tran welcome. 

We wilirepalr your computer while vou waltand Help you withary ofyour technical problems. 
Commodore computers repaired for only E35.00. Please note we glve you a 100% low fixed 
price of E19.95 which includes return postand packina. VAT nota between pricelikesome “5 
other Repalr Companies offer. We don't shock you with repair bills E30.00 upwaras. We 
don't just repair the fault and send Your computer back, we give your computer a:- 


VEREE) OVERHAUL WITH EVERY REPAIR WE DO:- 
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Spectrum replacement 
power transformer 
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We correct Colour, Sound, Keyboard, Check the loading and saving chip, Putnewreeton | 2n4E155Slncunnapar À suitable foralimakes 
the base frequired, Check far full memory, check alisockets including car'imike and replace | irsickamtabie as sepsrme nemE10.95 Of COMpUter E9.95 


eus imtorface avalaDie 45 separate item 


mus E7,5) P&D 
ES00 bus pro 


where neecied. All for an Inclusive price of E19.95 Including VAT. all parts, Insurance and post 
and packing, No hidden extras whatsoever. We don'thave to boast too much aboutaur 
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SETVICe 45 We have thousands of customers from all over the worid highly delighted with our ár E Spectrum keyboard 
service. Afirst class reputation for speed and accuracy. Don'tforget, we are only twenty — 1-8 membranes 

minutes from Manchester City Centre 50 why not call in, have a coffee with us and see vOUr Re e ad Ô j 

computer being repaired. | 18:4E5.50 plus E1,50p&p 












SPECTRUM SPARES COMMODORE SPARES Spectrum Plus spare 


Keyboard membranes | 


















ZB0B CPU 500 | ESPE-CIA 73,00 Cia 
peaóbaic ada ps E510- Processor 23.00 vi £12.90 plus£1,50p&p * 
tb do | E581-SidChip 23.00 il 
Power Supply Transformers 995 906114 House Kesper 23.00 
LULA 60001 16.50 | MH1225-Graphic Rom 23,00 
da neces Mun Etso Post are Parking 901226-Basit Rom LSD 
CO RN E pó ai 1650 | 901277-KermalRom 32.00 

pel E co | 6569-vic 23.00 

We regret we cannot Zevboard membrane 4164 Rams - Memory 3.0 

Show all the components Spectrum Plus membrane 1290 | PowerSupply 

avalable. Just give us Metal Ternpiates RS] ERAS RENTENES 23:00 

Call and we can quote you | SEstosia Mars. Emo | Aliourpricesinciude VT, burpátase add 

over the phone delivery | Service Manual ESO. nro Snbiçdos vitor 


by Ast class posL pacierrgoand andina charges 


VIDEOVAULT HEALTH WARNING! 
sendima your computer to any other Repair Centre can seriousiy Damage tts Health 
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140 High St West, Glossop, Derbyshire, England 
Telephone: Glossop (STD 04574) 66555/67761 








Commodore 
replacement power 

transformer E29.00 
plusELSOpãp 
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Producer: Ariolasoft 
Retail Price: £B.95 
Author: Andrew Green 
Jeff Phillips 
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omething Is wrong with 
Tujad, a sophisticated Con- 

Computer. One of its cir- 
| cuits has blown, making it behave 
in a most antisocia manner. 
Instead of controlling the Security 
Systems in the complex, Tujad has 
tumed them aganst e ne, 
making the place a virtual No Mans 
Land. The onhy hope left is to send 
in Gen 19, the most efficient Com- 
bat Dróid ever created. Hopefully 
tt will be able to repair the broken 
circuit in Tujad, as the other 
maintenance workers cant get 
within a stone's throw of the com- 
De e 

SEC Tó usti 

| after their blood, ii 
This mission is shghthy different 





for Gen 19— it has to fight its own | 


kind; fellow machines. In other cir- 
cumstances, Gen 19 would find no 
problems in performing tasks set 
for it to complete, such is its pr 
ramming. This time, however it's 
machine versus machine and a 
whole army of security droids are 
| atTujad's command. droids 

are cbbio Epil to do only na 
thing ILLINTRUDERS! 





The onhy way that Tujad can be | 


brought under control is by locat- 
ing 50 new parts of the circuit and 
replacing the old ones, These can 
be found around the 100 rooms of 
the complex and Gen 19 collects 
circuit boards by simply walking 


into them. The circuits are then | 


displayed automatically on the 
main circuit board so that the 
player can see how many sections 
have been found so far. 

The biggest problem which Gen 


19 has tó overcome, predictably 


enough, is the problem posed 
the Security Droids — the complex 
is absolutely crawiing with them. 
At the beginning of the game Gen 
19 has three lives, and these can 
es lost in two ways. Gen 19's 
ergy depreciates with every 
bi a with the security nas- 
ties in the building and when the 
energy meter reaches zero the 
hapless droid loses a life. Some of 
the larger security droids are 
instanth lethal. These kill Gen 19 
with a single touch and can't be 
destroyed with the conventional 
laser like the other droid miniones. 
Gen 13 has three ig otdos in its 
arsenal. Three missiles, three gre- 
nades, unlimited blasting on the 
laser and 3 alien destroyers are 
available. Obviously, this collec- 
tion é weapons Ao is not going to last 
very lon Fi you're up inst 
some a the most hi fi cod 
security droids ever invented. Luc- 
kily enough, Gen 19 can pes dad ue the 
weapons store by collecting 
replacement ammunition along 
the way. 
To save undue wear on the old 
footplates as a result of legging it 


SUMMERSANTA 





| Producer: Alpha Omega 
Retail Price: £1.99 
Author: John Hopper 


anta's got it all a bit wrong 
this year. Of he goes to 
deliver the Christmas pre- 
sents to all the boys and girls. 
Trudge, trudge trudge. Down all 
the chimneys, into the grates, to 
give the gifts to all good children, 
which is strange because it's the 
| middle of summer. And there isn't 
| areindeer in sight! 
| Perhaps it's something to do 
with the seasonal mix-up, but poor 
old Father Christmas is encounter- 
ing alisorts of problems as he does 
his rounds. He must collect the 
presents from the fairy grotto and 
safely deliver the goodies without 
waking up the children. However, 





oneofthe houses he visitaisrather | É 


odd'to say the least. While the kid- 
dies are tucked up snugly in bed, 

the house comes to life. veryday 
objects like cofiee percolators and 


saucepans have taken onalife on || 


their Own and do their best to ter- 
rorise Santa. China wall ducks are 


suddenly animated and the wine | | 


cellar hosts all manner of nasty 


spooks who evidentiy have a pre- | | 


dilection for homebrew. 
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| hassles, 





Apart from these supernatural 
there's the more tradi- 
tional problem of trying not to 
wake the wee ones from their 
siumbers. As every boy and girl 
knows, f they wake up while 
Father Christmas is doing his 
yeariy round then they wont get 
any presents. Santa, therefore, 





Gen 19 romps along on his skyriding surfbosrd, avolding the 





nasties and aíming to fix that megn ol' computer. 


around, Gen 19 has been supplied 


with a hover platform which is very 
useful for traveling upwards or 
over any undesirables and makes 
the robot very manceuverable, 
When Gen 19 reaches solid 
ground, the floating platform 
automatically retracts and and it's 
back to traditional footwork. Lifts 
link pairs of locations In the com- 
plex, and represent hand short- 
cuts. 

The status area shows how 
many of each type of weapon Gen 


has to creep around the house | 


making sure the kiddies stay in the 
land of dreams. However, the 
grown-ups don'tgo to bed so early 


on Christmas Eve and Daddy'sstil | 


pottering aroundin the living room, 
probably waiting for the vearhy re- 
hash of appalling black and white 
films to come on the television. 
santa must sneak around him 
making sure he isn't spotted. 

To add to his difficulties, Santa 
isn't terrnbly well organised this 
year. Without his trusty red nosed 
reindeers to help him, he can onhy 


Santa comes down lhe chimney with another goodie, Lot's 


hope no-one sees him! 








19 has left ci paço al and 
weapons are pping 
through the inventory. A robot 
figure indicates the number oflives 
Gen 19 has left, while a lightning 
bolt shows the amount of energy 
left in the battery pack. H this is 
looking particu low, extra 
energy can be collected around 
the complex tó give the herois 
droid an extra lease of life in the 

tile against the Security droids 
and the schizophrenic Tujad. 


carry one present at a time. So | 
after sach gift has been safely 
deposited in the correct stocking, 
he has to tramp back to the grotto 
to get the next one. Quite apart 


| frôm that, the various sinister nas- 


ties inthe house are far from harm- 
less. H Santa brushes against 
these moving objects then he 
loses a life. He is Kindly provided 
with five lives at the start of the 
game, but they are quickly lost as 


| he tries to navigate the unfriendty 


welcome from the pet dogs on the 
roof and the rolling footballs in the 
bedroom. 

There is one bonus in Santa's 
favour, He gets to drink an awtul 
lot of sherry that people have lafi 


| out for him — the more he drinks 
| the more points he gets. Father 


Christmas also gains points for 
every present safely delivered and 
a percentage of the game com- 
pleted is shown at the bottom of 
the screen, There's a demo mode 
to show the player the bare ropes 
of the game, which also provides 
an opportunity to have a sneak 
peak at some of the locations, 


CRITICISM | 





6 “ Oh well, they can't all be 


good, can they? They don't have | 

as bad as this though! 
ad Santa? Even the title is 
stupid. The game is even worse! 





a ia di 











6" | must confess that | didnt 
expect much from this, after 
seging the onpHEUS logo on the 
back nightmares of The Foura 
Ones. Though not neariy as 

as That Game, Tujad isn't the 


“most thrilling game I've ever 


come across; for one thing, it's 
too easy, with extra men and 


| quality of the sprites seems to 


lack polish. Owing to its easi- 


mess, | don4 think Tujad is par- 


ticulariy addictive, despite a 
reasonable level of playability. 
Not a bad game, but one let 
down a bit by its lack of original- 
Ity, and its rather boring style. ” 


O Tujad isa real improvement on 
he last game written by 
onPHEUuSánAd definitely worh a 
twicidia at. | found the game quite 
attractive at first, but alter a few 
games it became apparent that 
there wasn't much to it at all. Any 
competent arcade player would 
get far in the game with no trouble 
at ai. The graphics and animation 


| are well up to scratch and very 


altractive to ijvok at. | found that 


| the game was just a case of 


remember 
was: Once m 


where everything 
thegameis too 


| Awtul, flickery, badly animated, 


clashing, un-proportioned 
graphics, a nerve-wrackina, 
unrythmic tune, and a total lack 
of playability and/or addictive 
qualítios. This game is truly a 
new low in Spectrum software. | 


| might have said buy it for a 
laugh, but it's just not funny. 
Don't look out for it. ” 


O Another typical budget game: 
Funny name, stupid story line, lots 


of colour and an attempt at a tune 
-— fal just about explains Sum- 
mer Santa. The graphics are too 
large and are made up of charac- 
tears — which means vou are con- 
troling lots of character spaces 
and not the usual block of pixeis — 
resulting in appalling error detec- 
Hon, The sound is a very fesbie 
efort aí trying to make & Christ- 
mas-like tune. Summer Santa was 
impossible to play seriousiy due to 
the possibility of ending up stuck 
ma wall every time you jumped. 
ALPHA OMEGA seem to have excel- 
ted themselves in the artofa 'typi- 
ca! budget game and, as à result, 
they ve produced a load oftrash. " 


O Wellit'sthe middle of summer 
(or so they tell us) and somebody's 
released a game all about the best 
bit of winter. Depressing ain't dt? 
This is a piece of below average 





simple to last long inanyone's tape | 


— 


| Change weapons, El 





W' There isn't really anything here 
that haven't seen before. Even'so, 


| allits litile qualities have been put 


together in such a way as to make 


| the game, as a whole, very play- 


able. Thegraphics are nicely done, 
the characters range from fairly 
large to emal and the 


| backgrounds Interesting but some 
of the use of colour is a little sus- 
pect. The sound is awiul — there is 
no tune and only two different 
effects. The game is fun to play for 
a short while but | can see it being | 
much too easy to complete. " 





COMMENTS 


Control keys: Q-P up, A-L down, 
2X, Cleft, B,N,M, right, SPACE 
pausa, 
1-Ofire 


| Joystick: Kempston, Cursor 


Keyboard play: responsive 

Use of colour: pretty 

Graphics: neathy done 

Sound: spot effects 

Skill levels: one 

Screens: 100 |sh 

General rating: Not a bad game, 
but nothing spectacular 





budget software that 
doesn't appeal to me, 
graphics are poor, the characters 
are large but too nichly coloured só 
there is lots of colour clash and a 
fair bit ot flicker too. The sound is 
truly awtul. There are a few poor 
spot effects during the game and a 
terible tune which plays through- 
out the game, Fortunately, there's 
a sound on/off option so it isn'ttoo 
torturous. On the whole, this game 
is not fun to play so | wouldn't 
reaily recommend it. " 





Control keys: redefinable 
Joystick: an 

Keyboard play: average 

Use of colour: poor 

Graphics: uninspired 

Sound: basic 

Skill levels: one 

Screens: lots 

General rating: Well below aver- 


| age, even for à budget gama 
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Producer: Electric Dreams 


Retail Price: £9,99 
Author: Richard Kay 


pe the Mermaid is in 
M ove, poor girl. Tomake 
matters worse the 
object ofher infatuation, Gormless 
Gordon, is terrifiedof her. And who 
wouldn't be? She's a buxom 
wench to say the least. Gordon, on 
the other hand, is a bit of a bean- 
pote who doesn't know when he's 
on to a good thing. Littia does he 
realise that he hasn't ça OXY- 
gen to stay below the surface of 
the water for too long. Only Myrtle 
can save him! 
é api starts at the quayside 
with Myrile in desperate pursuit. 


| Gordon, replete with snorkel, fiip- 


pers and all, plunges into the clear 
blua water and is immediately lost 
from sight. But Myrile 15 deter- 
mined not to let him escape and 


| dives in after him, her two legs 


transmogrified into à fishy tail às 
soon as she hits the brimy. 

The water is deceptively inviting. 
aticks of dynamite which have 
been ignited, threaten to explode 
at any moment. In addition, 


' sharks, swordfish, piranhas, jel- 
| lyfish and sundry other seaside 


nasties patrol the waters, taking 
great chunks out Of Myrtle's flash 
whenever she bumps into them. 
Too many encounters and her onhy 





lite is lost, leaving poor old Gordon 
doomed to die. 

Fortunately, she can continually 
revitalizo herself by quaffing the 
botiles of stout that lie scattered 
on the rocks below the surface. 
These, along with other items, are 
part of the cargo of a shipwreck 
impaled on the rocks. The amount 
of energy she has at any particular 
time is indicated by a stout bottle 
in the top night hand comer of the 
screen. às her energy is spent, the 
velvet black liquid in the bottle gets 
pero and ipwer. 

wimmirg past the shipwreck, 
Myrila explores an is pa 
maze which 


across various items which she 
may find useful such as anchors, a 
tyre and a lamp. H she picks up the 
iamp, she can ses her way through 
the murky caverns where her 
lovely Gordon might be lurking. 

A pulsating heart, at the top of 


| the screen, begins to pulsate all 


tha more when she gets closer to 
him. Should she fall in her mission, 
then the heart, not surprisingly, 
breaks In two and crumble into 
dust. But if Myrtle does get close 
to her beloved, this does not 
always mean she can rescue him. 
At times, the rocks cab form an 
effective barrier. 

In her search, Myrtle discovers 
an underwater city, a la Atlantis, 
with its statues of strange Gods, 


Myrtie has locate Gormless Gordon but can she get to him? If 
only she hadn't eaten so much candpy.... 





appears to have no | 
exit. Along the way, she comes | 





the awesome remnants of a lost 
civilisation. But she cannot tarry 
there too long tor the pointer on 
the meter, also at the top of the 
screen, is slowly moving. É it 
should reach the red zone, then all 
is lost. Fortunately, there are a 
number of air bóttles scattered 
about which Myria can take to her 
ioved one. 

This game is a race against time 
with onhy Cupid and stout on your 
side. Can you avoid the numerous 
nasties and get to the luckless 
Gordon before his air supply runs 
out ? Let's hope you're a good 
swimmer! 


CRITICISM 





O “ The instructions for Mer- 
maid Madness are fab: very witty 
and jolly, and informative, too. 
The game isn't quite as good. 
The graphics are very big, and 
Myrtie's boobs are a good 
example of the animation. Col- 
our is a bit over-extravagant, 
because, though it makes the 
game more attractive, Initially, 
the sprites soon start clashing, 


| and that spoils the whole eflect. 


The storyline is good and the 
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game is fun to play; but though 
it's addictive, | can't help think- 
ing that sórr DESIGN Could have 
done a little better with this 
one, ” 


O Crikey! Ahat a strange game 
we have here. The whole of the sea 
bottom is beautifully covered with 
lots of fishy nasties. The charac- 


ters are all very large and well | 


detailed — especially Myrtie, who 
is extremely 
Although the presentation |5 very 
good, ! found that some charao- 
ters suffered from a terrible flicker. 


Quite often | found that the whole | 


game crashed if | turned vp in the 
wrong part of the scenery when 
changing screens. Mermaid Mad- 
ness is lots of fun, but uniess you 
can make tha! breakthrough in the 
game then I'm afraid you may be 
disappointea. " 


O Theonly really appesling thing 
about this gqame is Mark Evles' 


intro on the cover of the game: | 


everything else is trite. The 
gameplay is slow and boring and 
rour energy goes very quickly so 

gh scores are quite hard to get. 
The graphics are poor and there 
are many attribute problems which 
raally start to get on your nerves, 
The characters are large, unde- 
taled and garish in colour, and the 
backgrounds are uninteresting. 
The sound is also below average 
— there are some spot effects dur- 
ing the game and a trashy tune on 


the till sereen, | cart really | 


recommend this one asitis, onthe 
whole, poorty finished. " 


COMMENTS 





Control keys: A left,S right, FULL 
STOP down, SPACE collect or 
drop objects, drink bottles of stout 
Joystick: Kempston 

Keyboard play: fairly responsive 
Use of colour: colourtul but attri- 
bute clashes and flicker 
Graphics: large 

Sound: below average 

Skill levels: one 

Screens: 30 

General rating: A colourful game 
with a jolly story but not very 
polished 





well-adomed. | 
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Retail Price: fT9S 
Author: Rod Bowkett 
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a BLITZEN AND THE ISLANDS OF ARCANUM 





r Blrtzen is back with a ven- 
nes! He o up-his 
| uarters in a a p of 
elght ria — The Islands of 
Arcanum — and once again, he 
has laid dastardiy plans for world 
domination. His latest idea is to 
destroy the youth of the world by 








planting subliminal sound waves in 
pop records. Unaware of the 
deadly threat Dr Blitzen poses. 
tesnagers listen to their favourite 
stars on vinyl, unaware of the 
threat they pose! As the pop fans 







“CRITICISM 








“+ really | E 

Dan so lwas a In He Ti lu bious | 
| when | was cad en the 
Setuie! to review. Happily, 
amp eta Ty ditte- 
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rent game tri m its 'parent'. 
br first thing that vou 
tice are the brilllant 
sound effects and tente as 
— the game |5 crammed 
with them o ph gq the 
game is Surprisinaly easy 
50 YOU q St a sei He of 
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listen their minds are ii 
destroyed, and soon Dr Blitzen will 
porre sr 

ki te Dan |5 on 
hand to confront his old enem 
and save the world. His main tas 
is to locate Blitzen's secret hide- 
out, find the record pressing plant 
where the mind-sapping singles 
are made, and destroy it. All eight 
Islands that make up. Arcanum 
have to be explored before the 
password thet ar gives access to the 
pressing plant can be assembled. 
A record and a jukebox has been 
placed on each island, and Wren 
the record has been found, 
it on the jukebox reveals parto ofthe 
code. Then it's time to refuel the 
alrship and move on to the next 
istand. 

The first island is a maze-like 
network of pipes, ladders and iron 
girders, all brightly coloured. Dan 
climbs up and down the ladders or 
leaps off girders in the search for 
the record and the jukebox, which 
have to be found as quickhy as pos- 
sible. Yes, it's a platform game in 
the mould of the original... 

Of course, nothing is ever as 
pasy as it sounds. As you make 


“Your way round each island thera 


are hosts of nasties out to get in 
your way. Some are robotic, others 
monster-like, others spectral. 
Each of them moves in a different 


way and at a different speed. You 
must either jump over them or sim- 
ply avoid them — whichever is 
easiest. They all sap energy on 
contact, and a bar at the bottom E) 
the screen shows Dan's 

level. Some nasties have a 

dose of kleptomnania and rob Dan 


of the useful tia that he has 


collected. White Sprites  steal 
bombs, while ta nasties 
steal fuel which comes inmagenta 


cans. 


Then, of course, there's the 
deadly Dr Blitzen himself who is is 
keen to zap Dan atevery opportun- 
ty with his mesmerio psychon ray 
gun. A touch of this and you have 


CRITICISM 
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difficulty controling Dan — so 
beware! Dr Blitzen looks every bit 
the mad professor with long wispy 
hair and dark sun glasses to hide 
his eyes. He dashes about on his 
mini-hovercraft, blasting away 
with this MP ray anjo 
Your score so far is shown atthe 
foot of the screen, along with the 
“Dan has collected on his 
travels. Look out for bowis of fruit, 
oversized chérries and grapes, 
and cups oftea —they all revitalise 
the y bar when Dan walks 
over them. Bombs are scattered 
around the istands, and thêse can 
be used to blast your way through 
barriers, giving access to different 
parts of the landscape. À set of 
large red-rimmed goggles protect 
Dan from the mesmeric powers of 
the evil Blitzen's ray gun, and cans 
of fuel must be collected to refuel 
the blimp so Dan can escape to 
another island. There are mystery 
objects on the islands, which dis- 
appear from the game when the 
blimp takes off... so find them 
before leaving! Each island con- 
tains a secret passageway, though 
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access to itdepends on having the 
appropriate object. Be careful, 
tias not to fail into the sea. 
You might Pot figat! 

Once you've collected tha eight 
elements of the password and 
gained access to the 
plant, ifs time to plant a bomb and 
beat a hasty retreat — Dan has 
three minutes to get back to the 
airship. er its a long journey and 
Dynamite has. only ne life, The 
future of pop musie, never mind 
the mental health of markind, Is in 
yourhands. 
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Producer: Electric Dreams 
Retail Price: £9.99 


Author: Simon Dunstan and 


Nick Cook 


Tc planet Xargon consists 
entirely of seas and oceans 
with no natural land masses 
at all. Many years ago the United 
Planets Co-operative set up a pro- 
ject known as the Self Build Base. 
The object of this project was to 
build artificial land masses in the 
oceans of Xargon in orderto make 
the planet a profitable acquisition, 

However, after thirty vears of 
successful operation the land 
mass called Xarq has developed a 
senous fault, Why this has hap- 
pened, no-one knows, but it has 
switched itself into automatic 
Cleansing Mode. Power in the 
Central Reactor is gradually being 
built up. As the levels get omin- 
ously high, the authoríties realise 
the energy is being stored up in 
preparation for Planet Cleansing 
during which the whole of the sur- 
face of Xargon will be bumt to a 
Crisp and generally scoured to the 
Core. 

Naturally, the United Planets 
Co-operative is getting a bit 
panicky about this impending dis- 
aster, as over thirty years of con- 
struction and research hangs in 
ais HF Hd is successful 
in spring cleaning campa 
the whole project will have ba 
started from scratch — if there is 
any planet left to play with. You 
have been selected to storm Xarq 





| Cleansing 
| thai someone esse 4 


'tems have been fully 


destroying itself. Armed with an 
impressive array of weapons you 


| begin to journey towards Rs on 


a Nik go Hi-Speed Hydraboai 

The object of your mission is not 
an easy one. You must penetrate 
the Xarq complex so that you can 
actually drive your Hydraboat 
inside. This is possible only Dy 
accurate biasting of the 
gates, which results in'the flooding 
Of the Zimmerman Trenches 
located around the Central Reac- 
tor and allows you to use your 
Hydraboat. Once the trenches 
have been flooded you can begin 


to plan how you are going to 


destroy the reactor and stop the 
destruction of the planet. 

Xarq is fulhy committed to the 
Mode and is a bit miffed 
to thwart its 

ENCE SyS- 
operated, 
and Xarq itself does HT E can to 


efforts. All Secu 


| thwart your mission., Your Hyd- 


raboat has been equipped with a 
simple but effective laser which is 


| idealfor blasting some of the smal- 


ler problems in the game, but for 
some of the more persistent nas- 
tes you may need to use your 
uided missites or the mortars. 
h charges have ? 
supplied to help fend off maraud- 
ing submarines which lurk in the 
murky depths waiting to attack 
from below. Submarines can be 
located by their distinctive blesps 
on the sonar scanner. 

A chart at the bottom of the 
screen keeps track of your status: 
damage to the hull, engines and 
protective shields is recorded on 
bar readouts, and the stock of 
weapons and fuel in the hydraboat 
is also shown. The water depth bar 
is also handy. Maturally, your mis- 


£ooming along beside the landmass— can OIL dioa the jiaay 


complex from destroying itself? 
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Another view of the interface between the rogue landmass 
and the water planet surface of step rm 





sion fails ff status levels get too 


low. 

The Hydraboat is capable of 
reaching great speeds and has 
been designed to be highly man- 
oeuverable, With one key you can 
select the direction in which you 
want to travel; then, by using the 
acceleration or deceleration key 
the desmred speed can be 
achieved. Beacons are dotted 
around Xarq and can be recog- 
nised by their colour: blue and 
white beacons are ing sta- 
tions; green and black beacons 
are laser field generators while 

purple E Pg tn reveal 

Br capable of generat- 
po currents of a million Testa, 


CRITICISM 





game! The game itself isn't any 
more sensible, The first thing 
that entered my head when | saw 
it was Panzadrome. Playing 
doesn't disperse the idea, 
either. | reckon this game is an 
aquatic, overpriced rip off of 
another enjoyable game. | can't 
say | like this much at all. The 
graphics are pretty awful (if | 
remember righthy, that was Pan- 


your tail, This makes the 
O “What a daft name for a | 








| zadrome's main drawback), but 


the game ismt playable, and 
therefore, unaddictive. Not one 
Fd recommend, not even to big 
fans of the game that it is an 
expensive and poor copy of. " 


O “After reading the inlay for this 
game | was enthrailed by the plot 
seemed — on loading, however, 
my hopes were shattereo. Xarg 
looks a little like RAMJAM '5 Panzad- 

rome but it plays much faster and 
5a lot more difficult to get into. 
The graphics are small but well 






Jetalted and the characters race 
around the screen very fast with- 
out jerking or flick - The sound 
is fair: ram isno tune but there are 
some le spot effects dur- 
ing the game. The thing that | really 
don't like about XARQiS that you 
have to play it very fast in order to 
dodge any missiles that may be on 


very 
unplayabie and hard to follow. 


O * limmediately thought of Pan- | 
| zadrome when | saw Xarg, but 
| such thoughts disappeared once | 
started playing. The graphics are 


very detailed and colour is used to 


“its full effect in a mainly monoc- 


hromatic play area. The explo- 
sions that take place when you're 
hit are very life-like and extremely 
well animated with accompanying 
sound effects. | found Xarg had a 


| nice exterior but was far too hard 


to play — which made me think | 
was missing out on à good game. 
Oniy graphically à Panzadrome 
ago but the rest of it is very sim- 
ple. 


COMMENTS 





Control keys: O accelerate, À 
decelerate, Z rotate left, X rotate 
nght, € fire, P pause 

Joystick: Rempston 

Keyboard play: too responsive! 
Use of colour: adequate 
Graphics: small and detailed 
Sound; simplistic 

Skill levels: one 

Screens: lots, according to ELEC- 
TRIC DREAMS! 
General rati 
Panzadrome t 
be playable 


A supercharged 
“s bit too fast to 











LE 


RAFPILOT 


k “| JUST COULDN'T ETA HOW MUCH THERE WAS IN IT 2242165 


1] 
EL 


eoicade “ACE IS ONE OF THE BEST SIMULATORS | HAVE EVER PLAYED" co) 


“THERE ARE FLIGHT SIMULATORS AND THERE ARE FLIGHT ; 
SIMULATORS — AND THEN THERE'S ACE” 


CASCADE GAMES LD, COMPUTER AND VIDEO GAMES 
HARROGATE, HG] 5BG, 


ENGLAND. 
TEL [0423 S04baa 


Seregn shots ore toten [ram the CE 54 version 
















2( 4) BATMAN O Cobr 
3 26) GHOSTAND GOBLINS Elite 

4( 1) COMMANDO Elite 

5 ( 3) BOMBJACK Elite 

6 ( 8) MATCH DAY Ocean 

7( 2)ELITE Firebird 

8( OM. ONVLE. EU 

10 (—) JACK THE NIPPER Gremiin Graphics 













12 (13) PING PONG Imagine 






14 -—) LORDS OF MIDNIGHT Beyond 
























16 (17) CYBERUN Ultimate 





18 (18) KNIGHT TYME Mastertronic 





20 (—) BOBBY BEARING The Edge 





21 (14) EXPLODING FIST Melbourne House 
22 (27) GUNFRIGHT Ultimate 

23 (11) SPINDIZZY Electric Dreams 

24 (C9) TOMAHAWK Digital Integration E = ERP 
25 (15)WAY OF THE TIGER Gremlin Graphics ET RES 
26 (16) BOUNDER Gremiin Graphics + Udo: Que 
27 (12) TURBO ESPRIT Durell 

28 (23) BACK TO SKOOL Microsphere 
29 (20) SPYVs SPY Beyond 

30 (28) HYPERSPORTS Imagine 
pecial jffybz will soon be winging its way through the postal: 


, 80 if you're a friend of of Billy's and fancy a play of some. pera 1 ou 
exclusive CRASH nas raiado E Poe ir who de ra eta deadiy pai np teede ado ens paços Tony Meacwal of 
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1 (12) HEAVY ON THE MAGICK Gargoyio Games, 
é ( 2) SPELLBOUND Mastertronic 

3( LORD OFTHE RINGS Melbourne 
4 ( 5) LORDS OF MIDNIGHT Beyond 

5( O) FAIRLIGHI TheEdge 

6 ( 5) HED MOON Level 9 

7 ( 4)THE HOBBIT Melbourne House 

5 — diant OF PP Ve Level J 

OC SFOUBTHPROTOGOL Century/Hutchinsor 
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12 (16) BORED OF THE RINGS Silversoft 


14 ( 9) MARSPORT Gargoyle Games | 
16 (10) GREMLINS Adventure International | 
18 (21, SPIDERMAN Adventure International | 
“20 (-)WORM IN PARADISE Level 9 Era 


22 2 (26) EMERALD ISLE Level 9 

23 (15) ROBIN O' THE WOOD Odin 

24 Er: Eintai DELTA Firebird 

26 (27) MINDSHADOW Activision 

27 (E) AVALON Hewson 

28 (18) pai ta House 
30 23) TIR NA NOG Gargoyie Games 


fietd will soon be glued to her Spectrum screen as as she plays with this montv forty pounds are 

CRASH Hats a SEC Captain Kidd himself, will be lovingly stuffed o tag and Bem e fo Ne rum 

ido ego Jason Bartlett of Alton; Graham Pugh of Cardiff; Ficherd Dairy o Wigan an ral, proving that ad 

growing number of female readers, Pamela Sell eos ipi aa aa “tor tido boda dns 
rt t when you could find YOUR name acorming these allowe 
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"GAMES AT THE 
EED OF LIGHT... 


A NEW GAMES LABEL FOR AUTUMN '86 


PURE, ORIGINAL ARCADE ACTION 
FEATURING THE INCREDIBLE.... 


l ia GER | AT! ON | 


a mm mm + Ea 


FROM THE MAKERS OF GARGOYLE GAMES... 
THE GAME MASTERS 


AVAILABLE FOR ALL MAJOR FORMATS 
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: - micro versions may differ. 
Sh k it follow up to 
qrie Ar Kung-Fu' 
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| — Spectrum 


= Commodore 64 


, El 


. ] and 
5 Amstrad versions 
| coming soon. 


Our hero has finally 
mastered the secret 
martial art “CHIN'S 
4] SHAO-LIN” but is trapped 
| by triad gangs. With kicks 
| and other secret powers, 
E] escape from and travel 
1 SHAO-LIN'S road to 
= freedom! 


E E 
mem hos a 


- — q pe rr mim 
= | Ra jr a 
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| Strange times indeed. Sitting here in early August, sorting through 
your letters as | begin work on another FORUM, the snow is gentiy 
falling on Ludiow! Perhaps the unseasonal weather has something 
to do with the Russian nuclear disaster. . .. Somehow | doubt we'll 
all be sunbathing on Christmas Day! | really should remember to 
pack a raincape in the saddlebag of my bicyele, no matter what time 


of yearitis. 


Ampway, on with the FORUM this month — space is short enough 
as it is, owing to a slight holiday recess, and I've got to persuade the 
Doc Martened One not to insist lattend the PCW Show... 


STAR LETTER » x 


x dk 
| CRITICAL LITANY 
| dd dk dk 
Dear Lloyd 


Just this minute read your letters, 
so | thought ['d comment on a few 
points while they're still fresh in my 
mind, 
1) Tha uunmare Pantagram Shock 
Horror  controversy Another 
sucker bites the dust on your let- 
ters page. 5 Valente should have 
Known better than to write in like 
that, surely he must have known 
what the response would be, But 
with regard to 3D rotation games, | 
think they really have gone on for 
long enough. When | first saw 
Hnight Lore, | thought it was excel- 
lent, but a month later | was sick 
and fed up of it. Now, with the 
plethora of this type of game, | get 
bored of them in about three days. 
|| mean Alien 8, MOVIE, Night- 
Shade, Batman, Attack of the Killer 
Tomatoes, Gunitight ad nauseum. 
| can't understand how people's 
attention can be held for so long 
by this one type of game. 
The same problem occurs with 
every mew type of game (eg the 
Gyroscope Marble Madness craze 
which | predict is just about to 
finish, and the karate games) but it 
does not go on for as long as the 
JD walkabout game has. It's 
mteresting to note how when a 
fighting game comes out now, the 
| reviewers first response is Oh no, 
not another fighting game, yet this 
does not seem to happen with the 
SD style games. Surely 3D games 
cannot survive much longer... 
ei Sexism in computing. Thisis fast 
becoming a popular topic. The 
sexist problem sterms from the 
gnormous majority of males in the 


a A RS SS TE ip e e ju a ju O e O ri O e e io e 


ht 


computing business and anything 
else to do with computers. is not 
helped by individuals such as Mr 
Schofield. No doubt issue 32's let- 
ter column willbe jam-packed with 
hordes of outraged bra-burners 
demandina Mr Schofield be 
burmed at the stake. 

Hole-plaving suffers from the 
same problem of gender. WHITE 
LINVARF's lettercol has the ceca- 
sional slanging match about por- 
trayal of women as helpless on the 
covers, as they are usually seen 
being carried off by a beasty or 
protected by a Conan lookalike, 

On the other hand, you never 

see letters from males in knitting 
magazines moaning about lack of 
attention (or perhaps vou do, | 
can't say I've looked). An 
both computing and role-playing 
are hobbies which are likely to 
remain — male-dominated, 
there's not a lot can be done about 
the problem. 
4) Minson. You asked for com- 
ments, and ['m afraid | must agree 
with Mr Evans. Mr Minsorn's arti- 
cles have become totally predicta- 
bile, a few free lunches, Mr Minson 
gets drunk, and wanders to 
another free lunch with a hahgover 
to get drunk again etc. Mr Minson 
also takes great delight in sniping 
at other joumalists and making 
“witty” comments on the food at 
his free lunches (they probably just 
invite him to get nd of the left- 
overs). Get rid Of him, and expand 
the excellent PBM section. 

Pete Tamlyrr's (that guy sure gets 
around) article comparing adven- 
tures, gamebooks and RPG's was 
interesting and objective, sorme- 
thing which the opinionated offer- 
ings on this subject in the adven- 
tura trail most definitely are not, 

Anyway, after a mammoth effort 
of writing almost a page of con- 
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Dear Lloyd Mangram 
Ive sussed you Mangram, | was 


deep in thought cou 


ter games tapes jumpi 3 into cas-' 
ásia retendo and É had just 


from “lorm Marsira gun, Mangrem 
m MA gun, ram 
had always a misprint it was 


"Now, | thought, “to find an 


structive pd lda off with 
some gratuitous sianging: Melissa 
Seeriiarre I5 a coward and a sex- 
ual stereotype of the worst kind. 
Go get her Hannah (great cover by 
the way though | just bet there'llbe 
complaints, 3 Pç aftar 
seeing CRASH my son went out 
and was smothered to death whilst 
trying to mud wrestia an alien 


gorila”). 
Oldswinford, 


Philip Coggins, 
West Midlands dr dk dr dr 


| An interesting set of views Philip. 


some people arque that there are 
onty four or five basic types of 


| computer game and that every- 


thing is either a variation on a 


yway theme or a combination of a 


couples of themes. it's not that sur- 
prising that there have been lots of 


so | 30 games — a lot of them clones 


acmittedly buf some, like Batman, 
add a little more to tha genre. As 
ve said before, its not what you 
do with an artistic form, its how 
you explort it. 

Sexism in the computer games 
word |s no doubt a product of the 
domination Of sexist males in the 
field — which doesn't mean that 
women should be excluded or 
referred to as “bra burners' if they 
occasionally make a voice of com- 
paint heard. 

Quite a few people have written 
in on the subject of Mr Minson' 
column, and it seems people 
either love him or hate him — so 
far, opinion seems split about 50/ 
SU. More letters on that particular 
subject next month. 


Anyway as a reward for your | 


long epistie of constructive criti- 
Gism | have decided to award vou 
this months £20 of software. Try 
not to ask Aunt Aggie for a knitting 
program! 
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r of LLOYD! | found it; 
Old! The O bit standing for ver, 
hence Oliyver, You are Oliver Frey. 
As for the spelling it's the proof 
readers fault. So , you and 


128k BLUES 


Dear Lloyd 
Lama 128K 5 pectrum owner and, | 
like many others sold my 48K| 
Spectrum to buy it. Right now |-am | 
fegtina quite depressed about my 
computer, as about a week after | 
bought it the price was slashed by 
forty pounds! Also adding tó my 
dilema is the fact that Alan Sugar 
5 going to launch a new 128K 
Spectrum, which could make me 
tose all hope in what | have just 
bough t 50 much so that if Alan 
Sugar's new 128K ipectrum does 
Hit off with the people, | will 
definitely be selling my 128K Spec- 
| trum to buy the new one, Either | 
will do that or the 128K Spectrum | 
pioks tselfup, in quality of games | 
and in popularity But for the 
morment 'mafraid the chances ate 
| will be selling my computer, as 
time is running out for Sir Clive's 
machine. 
Lee Savers, Sunderland 


| Wyhich all goes to prove lhal our 
estesmed Editor was offering con- 
strucive advice in that editorial of 
his which atiracted some criticism. 
Had you hung on in there à little 
longer vou Would have saveo 
some money! (Can | have thal pay 
risenom, please Graeme?) 

Dont worry about Alan Sugar 
nem 128 — it will be compatible 
vath your machine and coulo well | 
provide such a boost to the 128 
Spectrum moro that companies | 
actually start writing games tor 
126% Spectrums. tou shoulon'! 
have to sell! pour pride and joy Lee. 
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LOOKING BACK INANGER? EE HH 


Dear Lloyd 

As a computer veteran' ho aged 
over 18) who spends half his life 
posição in the dole queue, it has 
become increasingly apparent to 
| me that the software industry 
though “still entertaining, has lost 
some of its attractiveness and 
freshness. The businessmen 
behind the business are 'progres- 
sing' into bureaucrats who speak 


of “net profits, units of sale, mar- 


keting techniques and prospective 
themes" rather than play Our 
games you'll enjoy them! 
What I'm getting at is that the 
innocence seems to have evapo- 
rated from this once fun field. 
Either that, or someone has fabri- 
cated a well-constructed but now 
crumbling facade. 
Laccept that there has to be a bus- 
iness side to any industry but Fm 
| talking about software marketing 
not car sales or insurance policias. 
The attitude of shoving the pro- 
duct via advertising down the pub- 
lic's throat (even If we never see it) 
is typified by one of the true giants 
of the now-=cynical software busi- 
ness: some companies ist in 
advertising products ages 


| else . 


taining but in making money? 
Idont know whether tis me that 
has mixed priorities or someone 
- Contrastingly, people like 
GARGOYLE GAMES impress me with 
their fresh approach; seem to 
“holda determination as well as án 
ability to enjoy themselves and 
| make money. Perhaps previously | 


"| was so naive and had so many 


| 
| 


“expectations that | was blinded by 
the more attractive side of the then 
booming computer industry. 

Às more and more small com- 
panies vanish over the precipice 
into bankruptcy so larger com- 
panies consisting of board-rooms 
and directors swallow each other 
up... No Em not some miserabla 
old sod who despises people who 
are richer than mysel, but | 
thought computers were sup- 
posed to be FUN not about 
aaa nor opportunism to 
such a degree. 

1982 was à year for entrep- 
rengurs, sadly 1986 is a year for 
busimess-men and chartered 


| accountants. In those days (st- 


rains of Hovis theme-tune can now 


| be heard) a game was considered 


a bad deal at [3.95 and t probably 


bafore their release and the games , was, now [9.95 is accepted as the 


may be getting more polished 
“while we wait but at the same time, 
a get tarnished. Do you get the 
feeling their heart is not in enter- 


E hOrm 


- Wmflation? Or have 
people's wallets fattened? Mine 
hasn't. Believe it or not Em not | 
really nostalgic, well only a little. 
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Carta à Simall- Cear: pode ate Wi Company 
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Airwoll, Frank Bruno's Boxing, Commando, Paperboy 
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Colt Steve malcox now far a pretiminary ciscussom on 


“0062 55052 07 grite quiçady to: 


Apchor Hogse. Acho Raia Asiricion, 
Micilanos, 
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Brian Gillespi, 
Dunbartonshire 


Nostalgia, like lhe game market, 
ain't what it used to be. res, lagree 
that much of the raw fun element 
and energy has gone out of com- 
puter FÃ nowadays, and it is 
that large businesses 
e moved into the market. 

But the arrival of professional 
businesses has had a number of 
positive effects too, Brian. The 
shady deals of past years have 
been rendered almost extinct — 
people will always moan about 
poor product though, and thats 
not actually a rip-off, more a case 
of Caveat Emptor as my mother 
used to remind me before | spent 
my pocket money. 

In the days nhen games were 


sold for under a fiver from the prog- 


rammer's front room, distributors 
and retailers didn't have to be paid 
and advertising budgets were min- 
imal. Without advertising, onda 
cant sales of a produc! — be it a 
computer game ora ii 
be achieved and without signifi- 
cant sales there's not enough profit 
left to invest in development work. 
et must agree that the techni- 
cal sophistication and con- 
tent of Spectrum so has 


risen dramatically since 1982, and | 


| doubt o still be impressed 
with a 3.95 game today that 
offered 1982 graphics and piaya- 


| bility 


The next corespondents have 


| something to add about the adver- 
| tising debate... 


LM 


ADVERTS WITHOUT 
SUBSTANCE 


Lmar Libya 
Ham writin g to complaln about the 
ative rtising of software mm 


pe |ts not that do thyunk d 


e many advertis, its the | 

: companies who nave 
milligns (| of adverts ali over the 
place, to promote. games that 


“ompanies | 
allowed t o adlvertis e | 


a game do 
aid  DOMARK lx ai 


and the game Ss still set to be 
So If DOMARK O aa do it 
OCEAN, ELITE And US GOLD” | 
Simon Machell, Waliasey, Morse- 
vside | 


LOST BUS FARES 
Ros aen tens eso 


Dear Lloyd 
| know this subject has been in 
FORUM many a time before but | 


have had enough with software | 
houses always advertising their | 


games but when you go down 
town and go to a good computer 
store and ask for à game they 
always say it has not even been 
published yet! Please, please print 
pe cida with at leasta date 
of release or | am going to keep 
losing 24p on bus fare. 

Clive Stonebridge, Ipswich, Suf- 


| folk 


Old Kilpatrick, | 
| Advertising 


why cant 








Very valido points, Clive and Simon. 
Some while ago Roger Bennet, our 
pramo, wrote to all 
the software houses who buy 
pages in CRASH asking them to 
refrain from putting “Available 
Now" on their adverts if the game 
was not in the shops. 

The trouble is, last minute delays 
often creep in, and given that com- 
panies havo to let us have their 
advertising copy at least a month 


before their ad is printed in| 


CRASH, all sorts of things can go 
wrong with an advertised game's 
launch schedule while CRASH is 
beim printed 

isemerts are expersive, 


and Um sure software houses | 


would like to avoid 'masting' 


advertising money, Simon. [Es just | 


that we don't live in an ideal word 


ng goes sipçntdondo | 


where everythi 

to Plan A! The next con 

has ida to add'to the. She 
tising debate. . 


LM 


O SN 





COPYWRITER'S 
NIGHTMARE 


em sds 
sing as it is today is a waste 
of resources and adds unneces- 
sarily to the fixed costs of produc- 
ng software. m not saying that all 
vertising is bad, in fact advertis- 
ing is essential for both the con- 
sumer and the firm. People need 
INFORMATIVE advertising so that 


they can rationally decide whether | 


or not a particular program suits 


their tastes and whether it is worth | 


the asking price. This could be 
done in half a page containing 


clear screen shots accompanied | 


ol “re a tg but postal explanation 
what joysticks it 
RO and other relevant 


| pieces of information like whether 


or not à is Microdrive compatible 


| and so on. For Pena | 
games (eg Knight Lore, Bobby 
ari at al) “need not be 


any colour Black and White aos | 


still work, as long as open 
eia PAS ac to be the case in 
ause of the glossy 


paper use object to is the pages of 
qt that we are faced ai gá pia 
pe ing computer mags: - 

UASÍVE ss boa entices 
ja diria make ineo deci- 
sions w very much regret 
afterwards. Software houses can- 
not o hã the consumer 
tem S DOLDUIS TORA tot 
in two pages of bright colours as 
being “the ultimate experience' etc 
etc. 

Firms are now paying the price 
for this; high fixed costs because 
of advertising, increases in the 
leveis of piracy and the growing 
success of the budget labels. It is 
time the software houses changed 
their marketing strategy and used 
the they save to reduce the 
price of Pb but maybe it is 
now too late... 
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against extraordinary odds. 
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One thing's for sure — you'll never 
get a job with SAATGHI AND SAATCHI 
Mike! Advertising has been 
blamed for a range of sociaty's ills, 
and its not surprising to hear that 
avveris have damages the 
software industry 
As you so hitiy sa di pa 

15 an essential part e o yin pet 
— but it must po up to the con- 
summer to decide which products 
to buy. Adverts don't MAKE people 


buy things, they just let people | 


know that something is available 
and they are bound to attempt to 
caich the consumers eye. 
Reviews, on the other hand, 


| attempt to offer assistance when it 


comes to making the purchasing 
decision, SO read the ads and the 
reviews and at least look, if not try, 
before you buy. 
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PROBLEMS 


Dear Liovd 
nda WE IME q lis letter É ermimo 
CRAS saio No 0:30. On page 101 there 
a a Bis or tha H, m =[e| 
E Or pe 

EON dd Wing 

nom Both 

| À went 


pa Wi FE 
o) 


first. | completed tha 
[so | got out the seis 
started to cut, | realiza 
par ore EIS drive entry coupo ir. 
Next cy Iwiant SoOmPNto ny rota! 
o use the photocopier. This 
Could cut one out and 
Y the other fo my 
Aiment thá lady said it is 
O protocopy competitions! 
JE ed. Ido not know If 
ightorr not, Eus this would 
not happen if E 'RA: SH took their 
lime to space the competitions 


VOO oo 
BIRTHDAY TREAT 


Dear Lloyd 

| have begn an avid reader of your 
column since July 1984 when | 
bought my Spectrum 16K. | then 
upgraded to 48K. However | have, 


M | 


| 


| 
| 
| 
went | E 
gareh, | andab 
im 
| 
| 
| 
| 


on average, sent you two letters a | 


month. Yet not one of these letters 
has been printed in CRASH so 
please print this letter in time for 
my 1Bth birthda 


| have licor bought a Spéec- 


trum 128 and was wondering if 
there were any other 128 owners 


| who would like a pen pal who also 


ne a 128 so could you print my 
guga se co Hhave been trying 

to get a MIDI lead for as synth so 
Could you tell me where | could get 
hold of this lead? 

JA Morrison, The Caretakers 
House, Westgate Hill School, 
Wastiate Road, Newcastle Upon 
Tyne NE4 NY 


Happy Birthday To voo, Happy 
Birthday to Ybovo. 000. Can anyone out 
there help Mr Momi 


E mer | Pride o 


November 

months even 

trumb | repre 
Dia ea Pd 

Fish “and | didn't 

think Hannah Smith would be 

au sap Nes 

"June nted 
the Ti 'ç Et tips for ty 





out, The onhy solution [can think of 
whnen c eai ate On aither s de of 
the page ts to by Y [wo mags 

E Ea Ballingall, Dundee, Scot- 
land 
Veil, Buying tivo copies ofCRASH 
eus mo Ho th would be a nige ideg 


Ser iousty though: medo try and 

od such awkward na id 

-— ul the pb pacdd boys é 

From time to ti is à aa - 

+ ven tê pressura of 
have toc ope -mith. (Can 
le now ART 2) Hthink the 
as being a bit of a stick- 
58 — we dontmina 

form and 


E SOME 
E. 


often say as mi ich Ê 
folks don't 
copies of the maga 
get à 


ETtES Ti FOOL DD ar 
Her the 


dos êns of 


Er 
Em Try fDEn Rs] FO Sd Cu! 


Compete 





PRICE PROBLEMS 


Dear Lioyo 
After reading the letter by Sean 
magadine  compsnina about 


over prici a 
ao ame Snod- 
dotar EATIVE SPARKS ps 

nédiço bd ndo od in 

ÀS Pull but toy dot 
peieide É o 
ers to rival stores. 


RR Carlisle, Cum- 


nprtesion that people are more 

a a a 
and tend to buy an 
game double quick 

ênd not put per top paca 


pd a 
pedi 








even bora atm poe. fas man and sor tuto Esp a Cr dor 
, e eta 





o iii 


ke cul o their | 








= a 


dr 'n Goblins 

O'Mara,  Feitham, 

Ps Gladto hear you like the: "of 
à Euros airile Tipster. "mnot that 
much of à fortune teller, but | can 
sn tong life for her as she 





has 
gone an to other things, To dlesh 


UNITSOFT'S 
DEMISE 


Dear Mr Mangram 

| hope that what | have to say is of 
some help tao poor Alan Panter of 
Wokingham, Berkshire in his letter 
to you last month's issue.. The 
company unimTsSorT that he wrote to 
for cheap software has gone bust, 
but there might be some help for 
him if he writes to John Hendry & 
Co, 3 Lynedoch Street, Glasgow, 
Scotland. This was the information 
| got from Popular Computer 


P4u 


Weekly dated June 5 — there was 


a letter and answer on page 10 of 
this particular issue, 


ge San, Gorleston, Nor- 
fo 


Thank you Mr San, and thank you 


findirectty) POW 





CASE FOR THE DEFENCE qm na uu | us | ua | nm 


Dear Lloyd 


| In the wake of ULNMATES recent 


eriticism | thought | would add a 
few point for the defence. Often 
tha games have been criticised far 
being alike with different graphics. 
Eking this approach then surely 
MIKRO-GEN should be in the firing 
line for their never siendo Ros suppiy 
of dashing Wally games? 'AH, í 


| hear the prosecution say “this was 


a sequel and required a similar ptot 
and the same graphics'. This is so 
but also the Sabreman saga was a 
line of sequels, a point which |s fre- 
quenthy overiooked. In addition 
why were GARGOYLE not criticised 
for their games (Tir Na Nog, Dun 
Darach, and lately Mars when 
these too could be construed to 
be the same game with a different 
scenário and graphics. 

Branching from this | would like 
to ask the prosecution why, when 
ULTIMATE COpy à game idea that 
was theirs in the first place, other 
software houses like ocEAN (Bat- 


| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 


man), GARGOYLE 

FIREBIRD (CylL), and MASTERTRONIO 
iMolecule Man), receive nothing 
but praise and not a hint of eriti- 
Cism. The crime of copying anidea 
which many beliave |s overplayed, 
is surely more serious than simply 
using your own idea. 


(Swmesvo's), 


| do happen to think that uím- 


MATE have come to the end of the 
road with Sabreman, but they were 
more entitled edhy 
capitalise from the 3D set up than 
other software houses. 
Peter Whelerton, 
Cleveland 


to repeat 


Normanby, 


It ssems the debate is set to con- 
tinue. Maybe its time we had a 
change of topic, and stopped 
arquing the case for and against 
ULTIMATE Until we've all seen their 
next game. And no, | don't know 
what the wizard's from Ashb yoela 
ouche have planned .. 


LM 
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ALPHA nunnnnna 


CENTAURIANS === 
| NEED NOT APPLY! = 


Dear Lhoyd 
| need a Pen-frend who knows 


because | cannot 
it. | am 14 years of and have 
been using the ZX Spectrum for 
nearly 3 years. | Ea be had many 
good ideas for computer games, 
but have not been able to get what 
| want out of the computer, even 
though | have started many a 
game. | have done this a lot, but 
can never finish them. | can do 
many graphics, sounds, and font 
designs, but they lack a good 
machine code routine. | will not be 
able to start straight away on prog- 
rammming as my computer has bro- 
ken and will be out of action for a 
while. | dont mind who replies, 
what sex they are (preferably a boy, 
ora gui. No aliens from Alpha Cen- 
dam please), and any age above 


est the hang of 


AD&D games. As well as all that | 
"am a great fan of Airwolf, Star 
| Wars, and Star Trek films. 

lan Capon, 33 Hannah Crescent, 
South Cerney, Cirencester, Glos 
GL7 6JG 


PEN PAL REQUEST 


Dear Crash 

| am 18 years of age and French 
and live in Noisy-le-grand (near 
Paris). | own a 48K Spectrum and | 
would like to exchange ideas and 
| routines with British users. If there 
are people who will corespond 
with me, please could you give 
them the address below: 
Pentecote Eric, 24 Chemin du 
bel-air, 93180 Noisy-le-grand, 
France 


128K PLEA 

Dear Lhoyd 

| was recently reading through my 
old issues of CRASH and noticed 


inareply'to a letter inthe May issue 
you said that imsufficient Spectrum 
128s are sold, then there will not 
be the sales incentive for software 
houses. 

Now in my opinion someone will 
not buy a computer unless there is 
a reasonable amount of software 
available for that machine. In 
which case the software houses 
are waiting for an increase in sales 
of the 128 before they start dg 
games for it and 
buyers are waiting for software to 
be released before they buy one. 


a ese Me cae machine will 
ari withdrawn from 


one to start producing decent 
amounts of software for it, “Ah',| 
hear you say, 'but they won't do 
that until there are sufficient sales. 
In reply to that | would like to take 


of a c uter which we all nów 
know and love, the 48K Spectrum. 


do CRASH September 19865 





how to use machine code. This is 


 4BK 
“of 


| am also interested in D&D and | 


The result is that the 128, whichis | 


What the 128 needs is for some- | 


you back four years to the release - 





Was there any software for it? Very 


“Jittte! But people wrote games for it 


and marketed them and effectively 
increased demand for the 48K, 
Now here's a plea to any software 
house reading this, stop worrying 


| about whether or not a game writ- 


ten for the 128 will make your com- 
pary a fortune and try to be a bit 
more pioneering like the early 
| programmers. 

If nothing else it will increase 
demand, providing that ifthe game 
Is original and not just an enlarged 

game. The 128 is a good 

machine and should not be Killed 

by businessmen who are wor- 

red about their profits. Where are 

the Pod Po ça who. helped ça the 
ctrum what it is today? 


Timot Reed, Chandiers 


tou are quite nght, Tim, it's very 
much a 'Chicken and Egg' situa- 
ton as far as the 128K machine 

Maybe the launch of the 
acstm Plus Two will make a dif- 
ference and achieve enough sale 
to chivvy software houses into 
writing programs for the larger 
machine. 

There is one difference about 
the situation nom, as compared to 
the launch of the 48K (or indeed 
the 16M machine). In those days, 
people writing software for the 
Spectrum d Irrt have a massive 
user base of 48K machines to rely 

on, and had to take the plunge. 
Today many of the people who 
helped make the 48K machine 
what it is are still busy writing for it, 
produeing games for a certain mar- 
het, LUnderstandabiy they are a bit 
reluctant to abandon a solid mar- 
hat temporarily while they write for 
the 128 machine — and don't 
forget more effort and time has to 
go into a game which takes advan- 
tags of the larger memory ano 
increased facilities of the Speoc- 
trum's big brother. di 


ARMCHAIR 
SPORTSPERSON 


Dear Crash 

| have always liked sports simula- 
tions. Hind them compelling and | 
think their lasting appeal is much 
longer than the usual run ófthe mil 
games. | still often play such 


| games as Match Day, Match Point, 


and sons Decathlon, 
vears after: they irst came out. 
Why then are such classics as 
Match Day so undermated”? Hasthe 
CRASH reviewing team got some- 
thing against sports games? Wihy 
is à that Match Day wasnt 
smashed? It was and indeed stillis 
the best soccer game around. 
Match Point is another example of 
CRASH'S apparent knock-the- 


the | sports-simulations policy. 


Even the fantastic Ping Pong, 
one Of my most recent software 
acquisitions, was only just 
Smashed with 90%. Is the reason 
for CRASH not liking sports simu- 
lations that they think they are 
gimicky and unoriginal in their con- 
cept? If this is true then surely: 
CRASH fell for the biggest gim- 
mick of al in Word Series 


Pl 





Baseball. All the pretty graphics 
and jingly tunes that were surely 
the main factors if not the only fac- 
tors, im winning à the highest 
acclaim in the as of CRASH, 
somewhat hide the fact that the 
game hasnt got as much lasting 
appeal as the two Maiches (Point 
and Day, both of which weren't 
Smashed. 
Pp : os Er E 
fcGuigans Boxing | thought nt 
was a refreshing change to have a 
game that had so much depth buiit 
into the humble beat 'em up. Hav- 
ing to use strategy and forward 
planning as well as skill and 
refiaxes, | thought made the per- 
fect blend. Was it a CRASH 
smash? Not likely! 

Now after all that you probably 
think that | onky play sports simula- 
tions and that | am totally biased 
for them. This |5 untrue however 
because in my opinion Elite 5 the 
best game ever to be made and 
Quazatron |s at the moment my 


favourite : 
So finally, a plea, please, please, 


| please give sports simulations the 
| Credit they deserve as | cannoí ses 
| why such utter rubbish as Zoids ( 


which onhy people at CRASH seem 
to like) can be rated 10% above 
the all time Football Classic Match 
Day. 
Timothy 

Rochdale, Lancashire 


We certainhy haven't got anything 
against sporis simulatons 
Timothy indeed, most of the cor 
pulent members of the CRASH 
team get no closer to a sports held 
an their Spectrum screens! But 
reviewers ' (and rdaders Iastes do 
widely, and we can't keep 
vervone happy all of the time. . 

a are far as Match Day goes we've 
already apologised — take a look 

| for a bit of 
interesting news applicable to 


Match Day fans. Were hosting a | 


Match Day challenge soon, and 
are inviting readers to pit their on 
screen footballing skills against 
the game's programmers! aê 


TRAITOROUS 
INTENT! 


Dear Lloyel 4 

AI Spectrum owners, take a deep 
breath, count to 3 and read on. 
Now prepare yourself for a bout of 
blasphemous burble. | too have. 


been a Spectrum owner for 3 long | 


years: releases such as Lords of 
fa Shadowiire, Lords of 

Time, Fairlight and Starquake have 
hgft me breathless to say the least. 
However | have noticed that 
dal da al games have fiooded 
the market (Fairlight being the 
best) and | have become very 
bored .. . Yawnl. 

intholast few months there have 


| been two games worthy of a men- 


tion. Zoios and Quazatron (more 
3D) otherwise the Spectrum has 
been left in the dust. C64 owners 
have been treated to Uridium, The 
Eidolon, Silent Service and LCP 
Not one iota of similarity between 
amy of them. 30 I've decided to 


| rise to new heights on the 


Wormleighton, | 








hang out my Spectrum and jointhe 
immortal ranks of the ZZAP! fol- 
lowing and a a awonderful 
Commodore 64... | 

| have waited too long for the | 
software industry to waken up and | 
trum, and as for Pentagram, drop 
dead ULTIMATE! 
N Potter, Folkestone, Kent 


Goodbye Mr Potter it was mice 
knowing you . . . See you in Z2AP 
Um not sure how many readers will 
agree with your vigws, however... 


LM 
VVYVVYVVYY 
NAMEDROPPING 


Dear Lloyd 
One day | sneaked into CRASH 


| Towers, the first thing Inoticed was 
| à sweet stall where someone was 


ROBIN' CANDY. | then entered the 
review room and noticed 
CAMERÔN | POUNDing the 
keyboard. Someone was watching 
him, obviousiy ROGER KEEN to 
have a go himself, | then saw 
GRAEME KIDDing around, with 
NICK WILD as a tiger. A fight broke 
out and someone gave DICK a 
SHINER. (ls CRASH Towers really 
this chaotic?) 

| could see that OLIVER'S 
FREYed temper was running out. 
Somehow, order was restored, 
mainly due to the efloris of a 
delectable young woman. “Fm 
CAROL KIN see, | keep the peace”, 
A strange fellow suddenty intro- 
duced himself, “I'm REK- | 
BREW, stir, and boil the CRASH 


cooking 

Two ather feliows were bRO 
Exploding Fist 'G I 
SIMON' said poor Liovd after his 
man had been dropped. “JON 
BATES his opponents even 
quicker, grinned Lloyd, and | was 
eventually thrown out of the build- 
ng by DAVID (WESTERN exit). 

couldn't fit your second name 

into the story Lloyd — your name 
is hard ro o say, never mind 
fitting ft into the story! And | know 
Robin has gone now, but | thought 
fd put him in anyway out of 
respect. What's happened to him 
am * Are his 'PASTURES | 
NEW" really a field at the bottom of | 
his garden? 
Jer Nallist 


You think MY name is hard to fit 
into a story der! "Hell Or 'D better 
better weigh in, MAN, GRAMs 
make ai! the difference when eu 
areonadiet' said AunticAggle. . 
Will, it's the best | can do! A 


À And that just about wraps |5 all ' 


up for another wintry summer's 
É day of FORUM compiling. Keep 
É your letters coming in to me at 
E the usual address: LLOYD MAN: E 
E GRAM'S FORUM, PO BOX 10,1 


E LUDLOW, SHROPSHIRE, Sra 
1 1DB. If there's enough corres- | 
| pondence, Imighthave to spend [| 
pal September back at base | 


p reading through your epis- | 
' tles. ... Ê 
TATTOO 

























It's pouring with rain outside as | sit here in the damp CRASH office 
and | think | have a rather nasty cold coming on. Probably all that 
prancing around in a leotard last month, Goo brings me outingõose- 
pimples just to think about àt. Anyway, I'm now totally prepared for 
anything that Ravenflame hussey cares to throw at me. Perhaps 
we'll just battle it out to the death with old copies of C&VG. Chortle. 
Anyway, Em not worried. Em fully expecting a wimp out from her 
end. Thanks anyway for all the letters of support you've sent me. 

Hight, as | reach for another kleenex | think ts about time | got on 
with the tips. Snuffle. There are loads of maps again this month. 
Petar Hoe and Jamie Huggett have sent in maps of Action Reflex and 
Ghosts and Goblins. Mark Brown from Highbridge in Somerset con- 
tributed a Bobby Bearing masterpiece, The Core map comes from 
lan Hunt from Purley and Chief Cartographer award this month goes 
to Simon Canter from Sandwich in Kent for mapping the i impos sible 
and coming up with Cyberun. Top Tipster this month is Mr Brock 
from Peterborough for his solution to Pyracurse, If you can't get 
through the game using his hints then you never will! 

Hope to see some of you at the PCW show and now on with the 
tips. Snufile, snufile, sniff, sneeze. Sigh. 


| Chris (Jetman) Turmer has been 
hard at it again this month. After 
trying the Batman POKE sent in by 
Jon (From Sum Where in Leices- 
tershirej he thought it would Dea 
whesze f Batman suddenly turned 
into à proper Super Hero and had 
amazingly high leaps as well as the 
Infinite lives given to him by Jon. 
So here is an adaptation of Jon's 
routine tó make Batman airborne. 
Also if there are any hackers out 
there who require amy help then 
Chris will be happy to advise you. 
You can contact him through me 
at CRASH (usual address) Please 
send an SÃE to save on his pen- 
nes when he replies to you. 

10 PAPER O: INK 0: BORDER O: 
CLEAR 65535 

20 LET sum=0 

S0 FOR n=84768 TO 64888 

40 READ a 

50 POKE n,a 

60 LET sum=sum+ a 

TONEXT n 
BO IF sum<:>14739 THEN PRINT 
INK 7,“ ERROR IN DATA":STOP 
| 80 PRINT AT 10,10;/INK 7; 
BRIGHT 1; "START TAPE" 

100 RANDOMIZE USAR 64768 
110 DATA 17, 26, 6, 221,33, 48, 
117, 175 | 
120 DATA 61,55, 205, 86, 5, 243, 


48, 240 

130 DATA 17,131,250,213, 1,48, 
122, 187 

140DATA 1,52,2,33,98, 119,62, 


68 
“HO DATA 50, 109, 119, 62, 250, 
50, 112, 119 





BATMAN ADAPTATION 


160 DATA 62, 200, 237, 79, 201, 


62, 250, 50 
170 DATA 142, 250, 62, 177,50, 


145, 250,33 

180 DATA 177, 250, 17,177, 249, 
122, 1,38 

190 DATA O, 237, 176, 50, 202, 


| 249, 50, 206 


200 DATA 249,50, 214, 249, 62, 
201,50,215 


| 210 DATA 249, 205, 177, 249, 33, 
93, 253, 
| 220 DATA 168, 252, 195, 127, 252, 


62, 201,50 
230 DATA 228, 155, 175,50, 54, 
146, 33, 145 


| 240 DATA 146, 54, 62, 35, 54, 12, 


33, 138 
250 DATA 125,54, 62, 35,54,255, 


195, 128 
| 260 DATA 101 


KNIGHT TYME 
CHEAT 


John Pinkney from Newcastle 
Upon Tyne has come up with this 


useful Nltle cheat for knight Tyme 


on the 48K Spectrum. If you enter 
the following POKEs before the 
Handomize User statement then 
you'll be able to flick through the 
locations in the game by simply 
using the control keys. This comes 
in very handy if you're contemplat- 
ing smp map or are simply 
vi 


curious to have a sneak preview of 
screens which you haven't 
reached yet, 


| tones! Smythe, 


PORKE 24584,255: POKE 
24585255: POKE 45322,255; 
POKE 45323,255: POKE 41456,0: 
POKE 41457,0 


When the game has Ipaded select 


| the control option (keyboard, joys- 


tick and so on), às soon as the 
game starts go to DERBY IV and 
ask. him for help. The game will 
now appear to crash but continues 
you press the fire key. The Com- 
mander appears on the screen, 
but he disappears as the game 
continues. Next, press the down 
key and the border begins to flash. 
The location can now be changed 
by using the upand down keys and 
the screens can be flicked through 
using the left and night keys. When 
you're satisfted with the location 
you have chosen, simply press fire 
and continue. However, you may 
find that you die from exhaustion 
for a lite while to begin with. 
Ag things need practise you 
TON. 


PYRACURSE 
INFINITE LIVES 


There's no stopping Phil Cour- 
chyard when he gets his teeth into 
serious hackina. 50 impre 

was he with Hevtson 5 latest 

E, Pyracurse thal he ga the 

gam e to dosome Inc redible thi ing 
he less saig about thatthe Det: 


One of the things ne diSCOvere Su 

yhita t Ha was m 
thro gh the E 
Was à FOUtNE for | [| nin te Livos and 
Fere is, 


tO CLEAR 24798 

20 PRINT + 15 AT O,6; “START 
PYRACÇURSE TAPE" 

SO LOAD “CODE 23256 

40 POKE 23325,201: RAN: 
DOMIZE USAR 23299 

50 POKE 33446,201: RAN- 
DOMIZE USAR 29600 


EE rEre tha | Was 5 aintess 
wasn Ut? Now Daphne 


1 De onnell 
ana lhe res Fa 


l 1 LRê rrerry ba 
can romp end 
Sm Pereles P JEE 
and they don't die 





ty Sho | 


BOUNDER CHEAT 
K has come to my attention that 
the Bounder printed a few 
issue ago Was sã not all that 
successful as it messes the screen 
Ep Suit e oco O ri 06 
makes the | Crash on 
| three. 






thin contempla | 
Chest as sup 
23206, 12 


seems to 
have Fo-set itself you will notice 
that instead of saying * 1982 


Sinclair Research 
SION Gremio Granito. Ho Ho 
Wihat a jolly littia jape. 

You will now find that your 
bouncing ball has infinite lives and 
ra no messiness to contend 
with. 


BATMAN: 
THE COMPLETE 


SOLUTION 





' Coupled with Chris Tumer's 

super-sproingy POKREs for Bat- 
man, these tips from someone 
| whose address sadly got parted 
from the letter should get vou to 
the end of the game and into the 
Batmobite with Robin. Sorry, who- 
ever you are but thanks all the 
Sarre. 































REY: (UP) — up as in through the 
ceiling; (DOWN) — as in through 
the floor; up — up exit on the 
screen; down — down exit on the 
screen; Batbit — pick up batbit; 
Batmobile — pick up a bit of the 
batmobile. 


Right, right, down, Batbit, down, 
down, Batbit, left, left, left, left, left, 
up, teft, up, Batbit, down, down, 
down, down, night, down, (UP), 
Batbit, down, left, down, down, 
right, right, right, right, Batmobile, 
up, left, up, up, up, right, night, 
right, down, Jeft, (UP), night, Bat- 
mobile, left, (DOWN), right, up, up, 
up. left, up, up, left, Batmobie, 
night, up, left, left, left, left, down, 
left, left, left, Up, Up, Up, Up, Up, up, 
up, up, up, Batmobile, down, 
down, down, down, nght, down, 
night, right, right, Batmobile, down, 
(DOWN), WIN), right, (DOWN), 
right, vp, left, up, left, (UP), right, 
| down, (batm mobile), down, 
right, down, (DOWN), 
(DOWN) down, down, left, left, 
down, down, (batmobile), Up, up, 
: ht, right, (UP), (UP), (UP), dowm, 
(UP), (UP), night, nght, down, right, 
down, down, left, left, left, left, left, 
up, vp, left, left, = up. left, left, 
down, down, left, (UP), UP, down, 
down, (UR, loft. left JUMP INTO 
BA Bi AND YOU'VE 
FINISHED THE GAME! 
CRASH September 1986 43 




































Last issue | printed the solution to 
the first lavel of Eguinox. Now that 
vou have the infinite lives POKE 
(also published last issue) | think 
that it is only fair to give you the 
solution for levels two, three and 
four. Hopefully, a map will follow 
next month when Cameron 
embarks on the mamimoth task of 
snapping all the screens sepa- 
rately to help you find your way 
| around the asteroid. 


HOW TO 
COMPLETE LEVEL 
TWO 


1) Get the teleporter credit from 
room 24 


2) Use the iift to get to room 20 
3) Pay the teleporter in room 20 
4) Teleport to room 30 
5) Get the drill from room 29 

Go to room 31 and enter the lift 

Exit the It from the left hand 
door in room 25 
8) Go to room 17 and use the drill 
to get the teleporter credit 
9) Get the dynamite from room 18 
| 10) Go to room 26 and teleport to 
room 2? 
11) Use the dynamite to clear the 
pile of rocks in room 21 
12) Get the teleporter credit from 
room 21 
13) Pay teleporter in room 27 
14) Get canister ftom room 16 
15) Go to room 27 and teleport 
back to room 26 
16) Go to room 20 and teleporn to 
room 30 
17) Dispose of the canister in room 
28 


18) Go to room 31 and enter the 

magnetic lift 

19) Exit the magnetic Hift in room 

25 from the door to the nght 

| 20) Get the spade 

21) Go to room 26 and teleport to 
room 27 

29) Use the spade to clear the pile 
of green rocks in room 22 

23) Get level three pass 

24) Go to room 27 and teleport 

back to room 26 

25) Enter the trans-level teleporter 
in room 23 

26) Select level three and exit the 
trans-level teleporter. 


RE e 
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1) Get the key from room 35 

2) Use the key to open the door in 
room 45 

3) Get the fuse from room 46 

4) Go to room 32 and use the fuse 
to switch off the force field 

5) Get the teleporter credit from 
6) Go to room 47 and pay the tele- 
porter 

7) Teleport to room 34 

8) Get the canister from room 34 
9) Travel along the conveyor belt 
and go to room 44 

10) Dispose of the cannister in 
room 44 

11) Go to room 47 and teleport to 
room dd 

13) Get level 4 pass from room 37 
14) Travel along the conveyor belt 
andgotoroom4as 

15) Enter the trans-level teleporter 
and select level 4 


16) Exit the trans-level teleporter. 





1) Get teleporter credit from room 
Ba 


2) Pay the teleporter in room 54 


3) Get the teleporter credit from 


room 62 
4) Pay the teleporter in room 54 
5) Get the fuse from room 61 


room 48 
fuse for the drill 


to room 54 


8) Use the drill to open the safe in 


room 55 


10) Get the dynamite 


11) Go to room 54 and teleport to 


room 48 


12) Use the dynamite to clear the | 


pile of rocks in room 56 


| 13) Gotoroom57 and pay thetele- 


porter 
14) Teleport to room 50 
15) Get the canister from room 58 


16) Travel along the conveyor belt 


and go to room 48 


17) Dispose of the canister in room 
49 
| 48) Go to room 57 and teleport to 


room 50 


19) Gotoroom 51 andusethefuse | 


peca 
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revi ; 
| 21) Travel along all the conveyor 


E QUAZATRON 


8) Go to room 54 and teleport to 
7) Go to room 48 and swap the 


8) Go to room 48 and teleport back 
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to switch off the force field 
so Go to róom 60 and get the level 
Ive 


| BOBBY BEARING 
MINI TIP 





bate lfthe thought of pushing your rela- 

Go to room 48 nd pushing your rela 
3) Teleport k Bem tives all the way home through the 
ir pede es dreaded Metaplanes in Bobby 


24) Go to room 63 and enter the 


trans-level teleporter Bearing fils you with fear and tre- 


pidation then fret no more. 
Andrew Hall from Tyne and 
Wear has sent in this little cheat to | 
save on Bobby's shoe laather, 
| When you find a brother, press the 
cheat (help) key and your brother 
| will disappear and reappear on the 
brother score board, marked as à 
cross to indicate that ha is safaly 
home gra PA his family. This 
means that Bobby doesn'thave to 
| | negotiate his way back through 
the maze pushing his brother back 
| home. 


POKEs 


Chris Turmer and tus 


Chris Jetman (w 5 . | 
as a wrestino isa Eriy MATCH DAY 


'PILEFOOTIN 
15 SECONDS... 


Yes, it is possible to get the 
Pilefoot exit in Heavy on the 
Magick and witness Axil's great bit 
of shohtiy uncoordinated break 
dancing all in around 15 seconds. 
Well, as near as dammit depend- 
ing on how nimble fingered you 
are. | mean, if you have fingemaiis 
like Gary Sumpter, our Database | 
Minion and Biggles Freak, then 
you don't stand a chance, but then 
he is trying to get into the pd 
reaches of the Ming Dynasty. Any- 
way, enough of this waffle and on 
the the tip courtesy of Mark Fos- 
ter from Hull. 
1) Pick up the Grimaire 

| 2)Go East, nonth, north-west 
3) Say 'DOOR, WOLF” and go 
nonth 
41 Go north-west and Invoke 

Asterot say “ASTEROT, 

160 DATA 0,35,54,0,35,54,0,35 PILEFOOT" 

1TO DATA 54,0,35,54,0,35,54,0 5) Go west and say “DOOR, ELE- 

180 DATA 33, 86, 203, 54,0,35, VEN" 

6) Go north through the door and 

watch that dude dance. 


10 PAPER O: INK O: BORDER O: 
CLEAR O: 65367 
20 PRINT AT 10,0; INK 7; 
BRIGHT +4:"HACKED BY CHRIS 
(JETMAN) TURNER” 

30 LET t=0 

40 FOR g=53000 TO 63061 

50 READ a 

60 POKE g,a 

TO LET t=t+a 

BO NEXT g 

90 1Ft= > 3528 THEN PRINTINK 
7: “ERROR IN DATA" STOP 
100 LOAD '"" CODE: PORKE 
34149,33: POKE 341,24: 
POKE 34151,246 

110 RANDOMIZE USR 34058 
120 DATA 33, 143,227,54,24,35,| 
54,65 
130 DATA 33, 128, 227,54,0,935,| 






54,0 | 
140 DATA 35, 54, 0, 35,54, 0, 35, 
54 


150 DATA 0. 35, 54,0, 33, 176, 
215, 54 


54, O 
150 DATA 35, 54,0, 195, 112, 222 


STAND ALONE COMPUTER GAME 
AVAILABLE ON CASSETTE 
FROM BEYOND 


PLAY-BY-MAIL 
ONE CONTEST 
A THOUSAND GAMES 


maPiSERam To play DARK SCEPTRE by mail, just fill in this 
coupon and post it to Maelstrom Games Ltd., 42 
Wellington Road, Wallasey, Merseyside, L45 2NG. 
Please make cheque payable to Maelstrom 
| Games Ltd. 
| | cena send Ee Fats ho pads Pig di Package. 
| enclose a cheque/postal order for £ 14.95. 
| | Please debit my Access/Visa Account No... forg14.95 
| NAME 
| ADDRESS 








FERRO O gesso re RREO Telephone Ludiow [0584] 5620 
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Please note: some software reviewed may not be available until its release 
ANDARES uia ce sEEie ese he oi an date. If you are in any doubt about avaitability, ring first. We 

cannot be held responsible for detays resulting om late or non-release of 

Utles when reviewed or previewed before their official release dates were 
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AM prices are as Lil wild Cade 
Or mom retadl prices are include AT. E 
males no charge for post and packing Inside the 
po pp dc Europe should 
Sorry - only ONE voucher perorder! poa a o pi pn Total enclosed: £ 
may advise on postage rates. 


CRASH MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE 5SY8 1DEB 


Please do NOT enclose this form/payment with any other correspondente to CRASH Magazine editorial, as Ft will only 
delay processing your order and may result In loss. 
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PYRACURSE TIPS 


Mr M J Brock, who informs me 
that a trend of his works for a well 
known Jelly company, has invited 
me to spend a couple of hours 
romping around in à jelly vat with 
him. Em sorry, Mr Brock of Peter- 






borough, but the only time Em | 


going to get anywhere near a vat 
of green jelhy is when | take on that 
so-calied Girlie Tipster from CAVG 
and not a moment before. Than- 
kyou for your ofier though, but | 
think | got enough practice in 


| wrestling last menth with that 


Lolita Loren at the Starline Club 
and there wasn't a jeily mould in 
sight! Anyway, enough of this. 

Mr Brock actually wrote in with 
some Tips for HEWsON's Pyracurse 
which, coupled with the POKEs for 
infinite lives, should get you a bit 
further into your mission. 


The Antechamber 

This is not a particularhy difficult 
level to get through once the basic 
gameplay has been mastered (ses 
last issue). The professor is used 
extensively to gain entry to certain 
areas by activating correct key 
plates with keys found along the 
way. Levers can be operated to 
úpen new doors, 

O'Donnell smashes some ums 
and Daphne opens chests reveal- 
ing keys, weapons and cups. Fros- 
bie digs in piles of dirt to reveal 
hidden items. The cups can be 


E 93%am — ANDPRODUCT 
E DEVELOPMENT PRECIPITATES À 
E MARKET POSITIONING CRISIS! 
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manceuvered over dead' col- 
leagques by the professor and 


reincármating them. Small spin- 
ning globes are found, which when 
thrown by either of the humans 
destroy the headless zombias. 
There are only two kinds of keys 
found on this level which fit the 
correct shaped key piates. One 
key is for the chests. Eventually, 
after à bit of searching, a double 
compound is found. Using the 
professor you-can gain entry to the 
top compound with the key. Once 
inside the complex, pull the lever 
down. This opens the door intó the 
second compound. Take all the 
characters inside and pull the 
lever. The screen is now washed 
with blue, All characters lose their 
possessions and the way is 
opened into the Shrine. NB All 


characters must be present at this | 


point, 


The Shrine 

This level is definitely more tricky. 
Guide all the characters past the 
scorpions and headless Zombies 
to the large Skull compound. 
Straight ahead in the walled com- 
pound is a chest, Open this with 


| O'Donnell to reveal a key. A 


stumped barrier which appears 
can be dropped by the professor 
by pulling the lever down. This key 
gives access to to the adjacent 
compound. Inhere, using Daphne, 


two chests can be revealed. Opern- 





da mo mi Po Po 
nene a 





ing the left chest reveals a key. 


| | Opening the other chest produces 
Daphne which has the effect of | : E 


a skull quarding the exit, so leave it 
shutl. | 

Moving left, you ind two com- 
pounds. One has a transmitter and 
the other a cup. Both these have 
levers pointing downwards. Get 
O'Donnell to pick up the transmit- 
ter and a door now appears. Move 
the professor to the compound 
containing the cup. This lever is 
now shown up. When it is pulled 
down it drops the door allowing 
QDonnell to escape. The reverse 
procedure allows the cup to be 
taken. Take all the characters to 


the stumped barrier outside the | 


skull compound. Get Frosbie to 
dig in the dirt thus revealing a 
milestona. When the professor 
touches this it reveals a spinning 
droid by the barrier itseM. Touching 
the droid with the tranasmitter 


| drops the barrier allowing access 


to the main playing area of the 
shrine. ; 

in the main area go left. Keeping 
left past the o a a 
key is revealed guarded by two 
spinning dróids which drain 
energy on contact. When the pro- 
fessor uses this key in the plate 
near the right of the pathway, a 
lever is activated and puting t 
down opens the door into the first 
compound which vou have 
already passed. Put Frosbie in 
there to dig the dirt, and he reveals 
a kev for O'Donnell to pick up. 





SWIFILY THEPRODUCTS 
STRENGTHS ARE ANALYSED 
BY HIGHLHPAID EXPERTS 
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Carry on down to a gap on the 


| right patrolied by a headless guar- 


dian. Following the guardian to the 
right leads to a chest containing a 
cup. À door is patrolled by two 
spinning droids. Open the door 
with a lever revealing another key. 
Following left from the gap, you 
reach a double compóund with 
levers in the up. position and an 
um. When the um is touched it 
ilumps. to another compound. 
Nothing is found here, Operating 
the levers simply produces a 
stumped barrier and patrolling 
skulls. Near to here is a lever. 
When this is operated it opens a 
door tô a compound, found when 
you retrace your steps, This com- 


| pound contains a spinning globe, 


acupandakey. 

Beware the lever just up from 
this room, lt can only be pulled by 
Daphne and serves no purpose at 
all and prompthy kills her! Now 
retrace your steps to the main area 
of the playing area. Exit right and 
down. This leads you to a stumped 
pathway. Follow along the bottom 
of the pathway which leads to a 
compound with a Closed door and 
two levers. Pull the right lever to 
open the door, as the left lever pro- 
duces two nasty, yukky skulls, 
Leave, and go night, disposing ota 
headless quardian as you go. Here 
you finda spinning droid. Touch 
this wih the professor and 
examine the column found here. 
When this is done, pass through to 
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finda chest completely enclosed 
with walls. You are now able tô 
pass through the left hand wall, 
Use Daphne to open the chest. 
Inside is the fourih key, 

Take three of the keys back with 
the professor along the stumped 
pathway. Avoiding the headiess 
qguardian and the scorpion, pullthe 
lever down to gain entry. Pull the 
lever down on the next compound 
and exit left. Avoiding the two 
headiess quardians carry on 
downwards and find two levers in 
the wall. Pull the left lever to gain 
| entry — once ágam pulling the 
right lever produces some very 
bloodthirsty skulls. In this room 
vou find four columns and one key 
plate. Drop the three keys here. 
Return with the professor and get 
the fourth key, Placing the correct 
key on the key plate causes the 
first column to fall and a second 
key plate to appear. The second 
key placed in this causes the sec- 
ond column to fall and a third key 
plate to appear. Put the third key in 
this. The fourth key placed causes 
| the last key to fall and all charac- 
ters are transported to 
Sanctum. 







Next issue | mil be using Mr 
Brock's tips to get through the 


| game. 


firen o lamer 


Madri Fr 


F = d radio 
2 Ser alastra 


Eur she fans ape cdirho the eles CuEtora 


Last month Andy Lowe and Glen 
Capper sent in some tips to get 
you through sections one and two 
Of Elite '5 latest Smash Ghosts and 
Goblins. As promised here's the 
rest of the solution tô get you 
through section three and com- 
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Sanctum and final parts of the | 
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GHOSTS AND GOBLINS TIPS 





plete the game. Yahooo. 

The final phase is initially very 
difficut. A lot of Zombies and 
ghosts are definitely out for your 
knight's blood and stuff. Just keep 
moving to the right. Try to stay at 
| the bottom of the screen, that is, 
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try not to climb'too far up too many 
ladders or you will live to regret À, 
or you may dia and not regretit at 
all. Ha, ha. 


Be ready in the tunnel for the | 


three ogres and sneaky bird 
attacks. After picking up the final 


| cauldron in the tunnel go 


very 
slowly and stealthily to the right 
until you ses the edge of a 





demon's left wing. Now keep still 
and shoot frantically. After you 
have shot about four rapid dag- 

s jump up straight (still shoot- 
ing) and with a bit of luck this 
loud kill the first demon. Now 
run night and when you are to the | 
right of the second demon use the 
jump-away/shoot backwards 
technique as described in last 
month's tips. 

Atthe cariest possible moment, 
try to jump up and get killed in mid 
air as this is the onhy way to get to 
the princess (obviously, you need 
your armour initially). When both 
demons are dead you gel the 
"save the princess" message. 
Just touch her and you are be 
warned of worsedangers to come. 
And thal's it. j 

Andy and Glen also puta cryptic 
clue at the bottom of their letter, 
saying that there is an easler way 
to complete the final stage of the 
game. Just the make the ULTI- 
MATE SACRIFICE. Whatever that 
means. ... 

And as Shaun Wilcock from 
West'rorkshire pointed ouí to me, 
| left something rather important 
outofthe Ghosts and Goblins Tips 
last month. At the end of eve 
stage a key falls from the sky. 
you move your knight to the left of 
the screen the key lands to the 
right of him. You must destroy this 
key because it's à fake. Fear not 
gentle reader, for after the bogus 


"key has been destroved the 
| aliados key drops into your hot 
| and sweaty hands and your knight 


ears himself 68,000 pm Goo, 
nowrgint that a thing?.. 
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| ACTION REFLEX 


What's this? 
Another offering from the gifted 
POKEing fingers of Mr Chur- 


Spindizzy 


Fa. he of 


me thats dr 


A 


s CLEAR: 27000 
10 PRINT 41; AT 0,4; "START 
ACTION REFLEX TAPE” 
20 MERGE “" 
30 POKE 23988,54: POKE 

| 233489,201 
40 RANDOMIZE USAR 23935 
50 POKE 50770,0: POKE 
50771,0: POKE 50T72,0 
60 POKE 50964,0: POKE 
50965,0: POKE 50066,0 
TO RANDOMIZE USAR 50000 


Sta A 





EE 


Lo peer 
K! PALS vi ai Tt a Pac po E mar 


LratiT da 
! AA Map + TERT 
er O O ong ia pares in 
| 
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Chris &mith and Jason Bean whoa 
| earned the Top Tepster Am aro for 
s-Bno ps for Jack the 
the Auigqus! issue Rave 
| some POKEs for infinite 
tor the same ga ame. ada is 
very Bana V 
te horror 
Ena a 
FUGA LO poi nt 
both. from H 
Smith | IS Ec Ir 
led Pockhin pe e pi o 
refer to them as the Industrious 
Hackers from Haxby and 
Pocklington from now on. Sorry 
Bos, doesn have the same ring 
to dt really, 


10 REM JACK THE NIPPER 
PORES 

20 REM C.SMITH AND J.BEAN 
30 RESTORE 

SO LET w=1 

50 LET tot=0 
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&0 FOR |-49998 TO 50070 

TO READ a: LET tot=tot a'w 
BO LET w=w+1 

90 POKE i,a 

100 NEXT i 

110 F tot= = 319540 THEN 
PRINT “ERROR IN DATA”: 
BEEP1,1: STOP 

120 PRINT 4 1;AT 14,1;“START 
JACK THE NIPPER TAPE” 

130 RANDOMIZE USR 49958 
1000 DATA 0, 221,33, 203, 92 
1010 DATA 17, 116, 1, 62, 255 
1020 DATA 55, 205, 86, 5, 210 
1030 DATA TB, 195, 34, 135, 195 
1040 DATA 17,213,93,1,17 
1050 DATÃ O, 237, 176,33, 35 
1060 DATA 191, 237,99, 26,93 
TOTO DATA 33, 209, 255, 237,99 
1080 DATA 33,93, 175, 61,50 
1090 DATA 167, 93, 33, 195, 209 
1100 DATA 237,99, 165, 93, 195 
110 DATA 0,993, 175,50, 0 
1120 DATA 170, 33,0,0, 237 
TISU DATA 99,1, 170, 175, 211 
1140 DATA 254, 55, 201 


That ZX Printer has been at | 


again. The Eguinox POKES into 
mistake 


last month had the tiniest 


which meant that the program 


wouldn't run. Loads of ta 
wrote in with the correction (wh 

bee dói Butin case anyone 
: “tt work out what was 
wrong, then here's how t should 
have read Line 70 should have 


POKE ia: LET WEIGHT = 
WEIGHT +1 


instead of 
POKE 1,a: LET WEIGHT = 
WEIGHT + 1. 


As you can see the ZX Printer cun- 
dd disguised a 1 for an jin a 


inted it but to me, Christopher 
pointed out to me, Christopher 


2X Printer. Mine's going to get a 
right talking to. When | can find 


=. 
fabio again, | come tó the end o! 
nother month's Playing Tips and 
d E sem lance of normality retums 
to the CRASH office, Tomorrow | 
shall Ra ve to start clas ring all | the 
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Find and destroy Blitzen's secret 
record-pressing plant, hidden deep 
in the 8-island complex of Arcanum. 
200 screens of crafty sprites, foot- 
tapping, music, and totally addictive 
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OUT NOW FOR SPECTRUM £7.95 
AMSTRAD VERSION COMING SOON. - 


ra. fr 


or Bristol BSTESTÉ 















Producer HCCS 
Price £59.95 


a review. After a reasonable time 
had elapsed, both the Editor and | 
ran up several quids worth of 
phone bill trying to wheedlie a 
review copy for me to tinker with. 
| Finally, the synth system turmed 
up, but on arrival at Chateau Bates 
t was found not to work. More 
phone calls, a very helpful service 
department, a second interface, 
stilino sound. Eventually itwas dis- 
covered that the keyboard had a 
loose connector Plug in and away 
wWego. 

Meanwhlla something in the 
back of what passes for my brain 
rang a bell and | went sCampering 
through my old leaflets and files. 
Sure enough a few years back 
there was, for the BBC computer, 
the very same keyboard and 
amplifier with a rather decent 
| music package with tons of vol- 
ces, effects, chords and percus- 
sion. | rubbed my tiny hands with 
glee. However, | quickly disco- 
vered that the Spectrum 128 ver- 
sion was quite different. In fact the 
software is re-written and much 

simplified. 
| Om loading up the screen dis- 


Now whilst the sound chip in the 
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keyboard synthfor the 
Spectrum and the re-vamp of Wham the 
Music Box for the 128. 


Some while ago, we asked Hcesfor | 


plays a miserly 8 preset voices. | 


Last month being trad- 
itional holiday time, 
this columnist had a 


| holiday! To make up for 


this loss, there are 
goodies aplently dish- 
edup foryourear and 
eve in this slightly 
enlarged section 
including a bolt-on 
128, a amplifier for any 


MUSICAL 
INTERLUDES 


ECHO MUSICAL DO 
SYNTHESIZER 





128 is not exactly the bee's knees, 
the presets didn't really do justice 
to it. The voices had the right 
shape to them but there was a 
rapid seres of clicks that accom- 
panied each sound, caused by the 
software being organised in such 
a way that each tiny increment of 
volume and/or pitch created a very 
audible click. And as there are 
plenty of increments for each 
sound this quickly becomes very 
tiresome. 

The preset display allows you to 
crank the pitch up and down either 
in fractions of a tone or complete 
octaves. Pressing the space key 
gets you into the sound editing 
page which consists of a static 
graph and allows easy access to 
the various peripherals of the 
sound: attack; sustain; decay and 
release. Unfortunately, you can't 
hear the changes that you have 
made without flipping back to the 
other screen display page, which 
makes sound editing a somewhat 
tedious process. lt would have 
been most useful if the graph had 
reshaped itself so that you had a 
visual quide to the shape of the 
sound. In other words apart from 
intorming you about the con- 


stituent parta of a sound shape 





Price £39.95 
This was previoushy marketed 
its original developers at £49. 


a better bargain. Basically ft is a 
twin-cone speaker well matched 
to a reasonable monophonic 
amplifier with tone and volume 
controls. Sound quality is very 
acceptable and itis a handy Itile 
add-on to have about. It takes a 
mini-fack input so you can use the 
data recorder lead to connect the 
mic socket on the Spectrum to the 
Echosound. 

The unit itself is mains powered, 
and | was pleased to note that it is 
also internaly fused for extra 
safety should you fail to wire it up 


(termed an envelope) the graph 
serves no active purpose. 

The sounds you have created 
can be dumped onto tape and 
loaded back at later dates. More 
omisgions — you can't give your 
new sounds a name, so ifyou have 
created lots of sounds you have 
no point of reference. Mind you, 
the system can only store eight 
sounds at a time, 50 shuffing 


| through a tape to find that wonder- 


ful sound you made at 4am in the 
morming could take some time. 

H comes with a decent full-size, 
three octave keyboard plus inter- 
face: the software is available on 
both cassette and Micradrive. | 
can't tellyou much about the inter- 
face, as both the units | had were 
prototypes and not in their final 
torm. No doubt, the production 
version willarrive in an anonymous 
smail black box that plugs into the 
expansion port. | 

The company who qr 
developed this for the BBC and 
Commodore machines went the 
way of many other software 
houses — into corporate oblivion 
— and the remaining stock has 
been taken over by HCCS. The 
software for the 128 has been 
derived from the original by a 
development company who are 
headed by one of the original 
design team, and it is this software 
that lets the package down, 

| feel that the s 
few facilities and should 


SPEAKER/ | 
AMPLIFIER | 


| Producer HCCS 


property or drop it in the fish tank. 
and at 5p off £40, itnow represents | | | 


| kage for £84.90, including a free 


| ments to a product by way of fine- 


are offers too 




















































The unit is quite compact, about 
24cm x 18cm x 12em and finished 
in best MFI placky wood. Unless 
vou have a hi-fi equipped with suit- 
able plugs handy to your micro it 
makes for a convenience item that 
is neither cheap nor expensive but 
of good quality. And you could use 
it to amplify anything else you have 
about. 

Hccs plan to market the 
speaker/amplifier unit along 
with the synthesizer as one pac- 


keyboard tutor for good mea- 
sure. 


give you noise-free envelopes for 
sounds! The market is full of far 
superior software controls for the 
same chip and with 128K of mem- 
ory to go at, there is really no 
excuse for omitting such obvious 
provisions as sequencing, note 
display, song files, access to the 
noise channel, chord playing, and 
maybe some additional fitenng in 
the add-on hardware. Not to men- | 
tion using the MIDI out port pre- | 
sent on tha 128. 

Although the system includes a 
keyboard, | feel it very non-com- 
petitive in today's market. One 
gets a trifle niggled when com- 
panies suggest that users could 
develop their own software for 
expensive products like this... 
is one thing to make minor adjust- 


tuning for personal need, but it is 
another matter altogether to 
launch a very basic product at a | 
price which is far from basic and 
then expect the paying public to 
re-design it for you. 

And why is the vastiy infenor 
Spectrum 128 version more 
expensive than the superior ver- 
sions for other micros? 







Price E9.95 
Author: Mark Alexander 


Alter the success of Wham. The 
Music Box, Mark Alexander has 
vastly improved the sound 
capabilities, taking full advantage 
of the sound chip on board the 
128. The original version for tha 


mand spht by a routine to create a 
| duophonic effect and has some 
options for adding percussive 
noise. Note entry is achieved via 
the bottom two rows of keys 
which, in combination with an 
ociave key, gives you a range of 
about five octaves per voice. 

Note values are limited to quav- 
ers only, but you can join them 
together to form longer notes — 
résts are inserted from the ENTER 
key. Às you enter notes on the sec- 
ond channel you automaticalh 
hear the first track along with it, 
which means that bum notes in a 
harmony are instanthy recognised. 
Tempo is variable and editing is 
absurdiy simply — just advance 
through the tune step by step till 
vou hear the oflending note, select 


the channel and overwrite. There 
is also a looping facility for each 
channel so that sequences can be 
set up or repeats of the whole 
piece can be arranged, 

So how does the 128 version 
improve on this? Plenty, is the ans- 
wer. The opening tum for the 
screen display is 'Peter Gunr' in a 
cleverly designed arrangement 
| that shows off the three channels 
of sound plus percussion. Each 
channel can be set to produce a 
different sound by some. rather 
Clever software that allows you to 
design your own sound envelope. 
Note entry and editing is very 
much the same as in the 48K ver- 
Sion and the display shows you 
where you are in the piece as the 
notes scroll past a fixed point. 








play showing you which sound 
envelope number it is using com- 
plete with a graph of that envelope. 
K also registers the note number 
counted from the beginning of the 
piece. À larger window flashes up 





48K machine uses the Beep com- | 


|d 


Each channel has a window dis- 


the special effects or commands 
You have specified as they occur 
during the piece, The effects, 
assignable to each channel indi- 
vidually, are as follows: 

a) tida the envelope volume 
which will help you to get joined 
notes sound smoother, getting rid 
of the rather annoving pulse pre- 
sent in the 48K version. 


b) altering the individual levels of | 


the channels so that a good sound 
balance is possible, 
e] an additional looping facility 

the ability to make army channel 
slide up and down in pitch. This 
can produce very spectacular 
efiects, 


The display has a volume meter 
like a VU meter on a hi-fi. A piano 
keyboard running across the bot- 
tom of the screen shows you 
where your notes are being played 
or entered, with a different colour 
used on the display for each chan- 
nal. The colour of the screen bor- 
der can be altered to suit, 


From the main menu, apart from 


| the usual load and save options, | 


there are help pages and sections 
dedicated to defining the sound 
envelopes. The latter are noise- 
free and produce some pretty 
good sounds. The envelope edit- 
ing cleverly uses a set of bar 


| graphs that shape the sound via 


the armow keys, each alteration 


being -plotted in an adjoining win-= | 


dow. À comes with eight preset 
sound envelopes so that you are 
not completely at sea. When trans- 
fered to the main display each 
sound graph is reproduced in mini- 
ature in the channel window. 
There are also nine preset drum 
noises that can be varied far more 
than on the 48K version: a wider 
choice of frequencies and vol- 
umes |5 avallable via the envelope 
editing procedure. Any percussion 
effect has to be putonto one ofthe 
three channels but you can switch 
from percussion to notes within 
each channel, and with careful 
planning the loss of one channel 










Mark Jones o! 


sem nm a VWham' | 
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THE MUSIC BOX 
(48K & 128K) 


Producer Melbourne House 






for an instant is not noticable. 


can be saved to RAM disc as well 
as cassette. Like the 48K version it 
has a compiler which produces a 
machine code routine which lets 
you put tunes into programs of 
your own creation. 

The accompanying documenta 
tion and instructions are all falrty 
accurate, although the key refer- 
ence guide needs amending for 
the 126. For example the “step 
back one note” command only 
worked when SYMBOL SHIFT was 
held down. CAPS LOCK and P 
independently allows you to step 
through the tune event by event 
(note by note as they occur. But it 
does list a get you started" tune 
for you to enter, as well as six pre- 
programmed tunes that put The 
Music Box through It's paces very 
successfully, even if some of the 
tunes are a wee bit inaccurate:. 

Himprovements are to be made, 
| would like to see some sort of 
advanced editing whereby defined 
| sections of the tune could be filed 























format. Self-created envelopes 
could also be stored in this way to 
allow access to the sound 
parameters more quictkh: an 










envelope file as it were. 
lfyou were only going to buy one 








ALL Spectrum da 


hssliun and driva conversion. 


measurer) 
* Integrated header reader, manáges he 
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Package of programs | 
programs, 





to No, l6 available 






Multiple erase program (inc true-cat, prin 
ONLY £4.99 on tape, £4.95 oncartridgs 
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Your homespun masterpieces 


away and re-ordered into a song | 


TRUM TAPE and DRIVE TRANSFER UTILITIES 
* Simple operation for fast loatlers — accurate even if nuer dB. tona and beud rate 


R & with clicky loaders — converts COMPLETELY to normal tor tape load iplus 
A Poti franish |, 

PLUS MANY OTHER FEATURES — A UNIQUE PRODUCT | 

£6.99 on tape OR E7.99 on m/diive cart E: 

TRANSFER PACK 2 - FOR TAPE TO DAIVE TRA NSFER | 

LUDING TUR, other utilities, allows drive transtor of many | 

* Details given on transfer Edo programa, 

* Manages virtualhr all clicky lgaders. Bytes chopper (spliter, header reader efe, 

State náme of drive system (eg midrive, Opus disc. ste) 


ONLY £11.990m ra pi Sn on m/drive cart, INFORMATION SHEETS E1 esch up 
Tingiudes mary top 20 hits = SAE for list. 


MICROTRANS — M/drive utility 


Two programs = a must for all midrive cwngrs, Fast and EASY DRIVE to DAIVE | 
era TAPE TO DRIVE (inc hesderless) — does NOT CONVERT PROGRAMS. 
s 


OVERSEAS: add €1 Europe, EZ others for each. UPDATE SERVICE — SAE for details, 
PROGRAMS CARRY OUR Pd E GL [not um ae 
LERM, DEPT CR, 10 BRU NSWVICK GONS, CORBY, NORTHANTS NNE SER 


e 


HM THE BEST BACK-UP INTERFACE - 100% SUCCESS TO É 
| NTAPEXTURBO-TAPEXM/DRIVESWAFADRIVESBETAROPUS ge. 


E 
SAR 
z 


CHEQUES OR POSTAL ORDERS FOR £29.95 [FULLY INCA TO: 
— AT&YCOMPUTINGLTD 35 VILLARD LONDON SW9 7NG 
Export orders: Europe + É2 World mide-Eb Info:SAE or Tel 01-733 6175 
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POKE (Start Address of tune) + 





POKE 3290019 





music program, then buy The 
Music Box for the 128. ts a 
definite winner, and will take a lot 
of beating. 


Quick gripe time. H you are send- | 


ing me a cassette please, please 
mark it with your name and what it 


is to run with and whether it con-| 


tairs audio or data, Chateau Bates 
is getting a bit flooded with 
unmarked cassettes and extreme 
confusion late at night is not good 
tor the health. 

Finally this month a simple 


music utility for those of you who | 
need a metronome. Simon and 


Terry Graham have sent a simple 
metronome program. |t displays 
an animated metronome that begs 
you to enter a number of beats per 
minute, and then ticks away giving 


you the do lenda of bieeps per | 


minute, ronomes are about 
[15-45 in the shops, but a quick 

| fee of £1.50 to 14 Oxenton Croft, 
Halesowen BB3, West Midlands 
should ensure that you can keep 
good time while you play. 

Keep the tapes coming in, and if 
you have difficulty with 48K music 
programs not working on the 128 
machine, let us know and we'll sea 

| what can be done... 
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Thers must have been hundreds 
of books published that promise 
to teach “anyone to write BASIC 
| programs. Even discounting the 
ones by Tim Hartnell and tan 
Sinclair. 

It is now fashionable to publish 
book and cassette combinations 
— where the cassette is little more 
than a consolation prize for the 
uniucky purchaser, whenhe orshe 
discovers that the book is 
impenetrable to anyone lacking a 
degree in maths, a dictionary of 
| Computing and the ability to leam 
entirely by inference. 

Despite this dismal pedigree, 
and a typicaly cliched title, Jim 
| Maitiand's icaly Speaking 
package is a good effort, and may 
well teach a few Mums, Dads and 
(notoriously ignorant) Computer 
acience teachers wheat program- 
ming is al about. 


BASIC ASSUMPTIONS 


assumption that the reader is 
interested, bui probably non-tech- 
nical; perhaps a bit overawed by 
| computers, not given to much 
reading, and not necessary 
equipped with “O level Maths. 
Many books claim to use a similar 
starting point, but they don't main- 
tain itfor long... 

The last paragraph comes from 
the covering letter which came 
with the CRASH copy of Basically 
| Speaking. Jim Maitland has cer- 
tainhy done his homework, as 
indeed one might expect of a 
Physics teacher with two teenage 
computerholc sons. Just to make 
sure that | spotted all his hard 
work, he includes a careful critique 
| of other beginners BASIC' 
books, amd an analysis of his 
response — he's definitely taking 
no chances with reviawers! 

For EB.95 you 
black plastic binder holding a 100- 
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BACK TO BASICS 


| keep things looking interesting: 


| penif... Tryit out, Experiment! 
The package starts out from tha | 





ju get the usual |B 


the book for Spectrum and Spec- 
| trum Plus users, The publishers 
think that the beginner has enough 
to cope with initially without havin 

to wade through footnotes an 

brackets to find out which phrase 
statement applies to that par- 
ticular machine. It is a shame — 
especially given the large market 
that this book should find in shops 
— that the two editions are not dis- 
tinguished by pictures of the target 
piel the cover. Retailers 
es | - 2d all the help they can : 
This month Simon | ido 


Goodwin investigates 


Spectrum 128 sounds, Ei 
joystick repairs and bh course consists of twelve 
mains interference. | Basic armtmetio * derisode 
He also reviews two | |jsops, strings, arrays, sound and 
packages intended to | 

turn alland sundry into 

programmers and 

da Ros designers! ARGUS SOFTWARE's Arcade Creator 


is a package aimed at a very diffe- 
rem market — people who 
definitely DON'T want to learn to 
program, but who still want to 
| invent games. 

Arcade Creator is a package in 
| the tradition of QUICKSILVA'S 
Games. Designer and Hurg from 
MELBOURNE HOUSE. The aim is to 
distil the elements of a game 
design away from the underiying 
program — so that you can pro- 
duce original games simply by 
designing the graphics and setect- 
ing from pre-set play options. 

QuicksiLva's package was eas 

to use but very limited — it came 
with eight demo games, with each 
one packed into 1K of memory. 
Hurg was more flexible, but not 





page paperback book and a data 
cassette. The text has been pro- 
duced with a daisywheel printer; 
the layout is neat and there are 
plenty of diagrams and gaps to 


Some rather twee cartoons pop up 
every so often — sometimes these 
add to the text but they're often 
more embarrassing than iluminat- 


ing. 

General interest books written 
by teachers often fal down 
because they patronise their audi- 
ence. To some extent Basically 
Speaking falls into this trap, The 
author aims to write for young and 
ctd, but sometimes he unneces- 


had to load the main package 
before you could load a game of 


arily divides his audience. Over- | Your own, Arcade Creator 
en Ad de Cam removes that restriction, but 
conversational style and relaxed | Drings its own disadvantages, 


For 214.95 you get yet another 
biack video box with two casset- 
tes and aten-page typeset manual 
rating around inside The 
documentation is rudimentary; 
just a tour of the tape contents 
from Tape 1 Side 1 to Tape 2 Side 
e, with commentaries on the pro- 
cess of game design en route. 

"The text is readable and restric- 
tons are cleariy stated, usually 
with a helpful explanation. | found 
the 2" key listed in place of 'Z' at 
one point, and could not find the 
game control keys listed any- 
where, but both of these faults 
were easy to correct by experi- 
ment. 


humour, 

The book stars with a brief, 
friendly introduction, containing 
two "Golden Rules”: 

1 Dôn'! wonder what would hap- 


bolo. Pressing wrong keys won't 
harm the computer. 

2 ifit refuses to respona, no matter 
what you do, just switch off and 
start again. 

Armed with this excellent advice 
—— which trades much of the mys- 
tique of computers for fascination 
— the reader is gently introduced 
to the computer keyboard. 

There are different versions of 
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| design a game with up to 40 'se- 


much. Both had the flaw that you [E 


| user-defi 


Lita Laos 


so on. Each unit consists of a few | 
pages from the book, anda couple | 
of short programs on tape. The 
text is strewn with simple but 
ingenious exercises, with solu- 
tions provided. | 
The book ends with an appendix 


about keyboard fingering, a brief 


glossary and an index. The prog- 
rams on the tape are simple and 
tend to crash if you type gibberish 
into them, but they're easy to list 
and understand. 

The course does not go into any 
detail about graphics, and it cer- 
tainly doesn't teach programming 
as a profession or as an engineer- 
ing discipline — the coverage is 
practical, with virtually no theory. 
But — within its brief — Basically 
agir is accurate, friendly and 
un. 


ANY GAME YOU LIKE. 


build up backgrounds from user- 

defined characters; you can onl 

use a total of 84 characters in ail 
twenty possible screens, so 
background graphics have tó be 
simple or horrid. If you abandon 
graphics alogether you can 





... AS LONGAS IT'S | 


ame: simple platform 
(without lifts, belts or lad- 
Rand with a fixed jump dis- 
dor 'chase and shoot' games 
E a character moves around 
Breen shooting baddies and. 
s, and collecting treasure 
s, keys, glasses or what) 
ER Many commercial games: 
Bbeen designed around these! 
Eds, but they're getting dated 
“programs tended to ada 
Rurês to the bare bones, like the 
BS in Jet Set Wiliy or the moving 


TCA WA 
ckoround 


gon a grid; the complete pat 

Ban be 'rotated” in 90 degree 

“reflected' to face the other 

the screen, or “inverted' b' 

ing coloured and empty 

E You can design up to 21 

à, each of which can have up 

steps of animation. As the 

ps plaved the sprite cycles 
Y through the steps, so that | 

Ber-defined graphics are 

in a similar way, but on an 
d. The graphics are stored | 




















| just about any noise that can be 


made up from a single fluctuating | 


tone, including sirens, buzzes, 
blesps and 'white noise' explosion 
effects. The program stores up'o 
eight different eflects, and ary six 
Of these can be associated with 
events during the game — colh- 
sions, level changes, and so on. 
The graphics are frozen while 
sound effects are produced — às 


on most early Spectrum games — | 


| but this doesn't matter muchif you 
keep the noises short. There's no 
| continuous music during play, but 
a jingle is played before the game 
| Starts — there are three pre-set 
possibilitias. 

The screen designer is very 
limited. Your pictures must be built 
up from small user-definad 
graphics, rather than lines and 
shapes dcrawn freehand. The 
una look like a Lego building 

site. 
ARter designing that lot you must 
save it all on tape and load a sec- 
nd program, which leads you 
hrough a set of questions about 
he game, such as its name, the 
mber Of screens, and the game 
ype. À decreasing bonus score 
an De pre-set, with an option to 
stop play df the countdown 
Zero. 


Es fui [o = 
nie Rim 


players, enemies, missiles, trea- 


sure and so on, setina their initia 


Epasas, add and remove sprites, 
and ey build things up 
VIBLBIME AI. 

Even the most briliant and 
iperienced game designers use 
his ad hoc approach to get things 
bsolutely spot-om. lt is even more 
important for beginners to be abte 
lo experiment; vet it's virtuall 
possible to work that way wi 
Arcade Creator, because you have 
D Save and reload everything, 
and troll through the question and 
















Then vou assign sprites to be | 





make a change. 


Alithree sectionsofthe package | 


should really be built into one 
second two parts 
agree | ly programmed in 
BASIC, so ft should be possible to 
make them much more concise by 
Para Ha in machine code. 
Arcade Creator runs on the Spec- 
trum 128 but does not appear to 


| make use of the extra RAM. Nor is 


there any support for disks or Mic- 
rodrives. 


lfyou're interested in games you | 
may be able to while away a few | 


evenings playing with Arcade 
Creator. But if you really want to 
design and test your own games 
it's no altemative to “real” prog- 
ramming. Arcade Creator lets you 
fiddle with pre-set games, but it 
doesn't give you the freedom to 
design anything really original. 


huma ae me ====— 
SPIKED! 

Picture this: you're just about to 
score your best ever on Olympic 
Death Set Dragonzone (or what- 
ever): then you hear a click from 
the fridge or the central heating; 
the TV picture flickers and random 
graphics appear all over the 


| screen, soon followed by that hor- 










AnSWwér sequence, every time you | 


rible * 1982 Uncle Clive message. | that 


You ve been spiked! 

Even momentary interference in 
the mains electncity supply is 
enough to stóp a computer. Lots 
of electrical appliances — espe- 
cially ones containing electric 
motors — can generate spikes 


which upset the precise timingofa 
Spectrum. 


Back in Jun 


e we looked 


LEITE! 












pSticai 


; ] Jia! 
some commercial models, 
works pretty well on all but the 





ti 


| biggest spikes. 


SERIOUS BIT 


| The spike suppressor fits inside 


your mains plug, home of lethal 


 amounts of electricity. You MUST 


be very careful when installing it, 
and follow our instructions pre- 
cisely. Do not, under any cir- 
cumstances, start work without 


consulting an adult first. fin any 
| doubt e rd take advice 


from an electrician or ignore this 
project and buy a commercial 
filter. | 

Our filter uses a component cal- 
led a Voltage Dependent Resistor. 
These devices can be wired bet- 
ween the live and neutral mains 
wires — the two shorter pins on a 
13 amp plug. They take virtually no 








WIRING DIAGRAM 


tage, but react very quickly to 
high-voltage spikes, when they 
absorb thê energy of the spike, 
“clipping itto a low level, 

he diagram shows how Al fitted 
the VDR inside a normal mains 
plus. Unplug all your equipment 
and leave it for an hour before you 
start fiddling around. 

tt is VITAL to cover the metal 
legs of the VDR with plastic sieev- 
ing from a piece of wire, so that the 
legs can't touch together. 

Check your work and make sure 
everythi is  securaly 
screwed down. When you close 
the plug make sure that the VDR is 


current at the normal mains vol- 


ENTECHONICHENTECUITECH 





not crushed; in a few cases you 
may need to replace the plug with 


| adifferent model to ensure this. 
If you puta VDR on each part of | 


your system that contains a pro- 
cessor (eg the computer and 
printer) you should find it noticably 
more tolerant of interterence. 
Make certain that you geta 240V 
component. mapLim sell VDRAs 
under the part name HW3, for 
4Bp each — they're also quite 


widely available from electronics | 


and TV repair shops. 

This is an easy project for those 
who know what they're doing, but 
it's very dangerous for anyone 
else. IF IN DOUBT, DON'T TRY IT. 


One ofthe main flaws of the Spec- 
trum is the way that everything 
eise stops when sound is pro- 
duced. Clever tricks with inter- 
rupts and short beeps can give the 
appearáânce of simultaneous 
sound and animation, but if is just 
an lusion; the more sophisticated 
the sound the slower everything 
else will become. 

The Spectrum 128 — like most 


| other home computers — con- 
| tams à chip that can generate 


three sounds without holding up 
the processor.  Unfortunately 
Sinclair arranged that the PLAY 
command, and the corresponding 
ROM routine for machine-coders, 
should take control of the machine 
so that nothing can happen at the 
same time. 

Tim Parsons has written in to 
ask if anything can be done about 
this; for example, he wants to 
know how to read the keyboard 
and play a tune simultaneousiy. In 
fact that's quite possible, if you 
understand the inner working of 
the 128 sound chip: you still have 
to send it instructions when you 
want to € the sound, but it 
can happily bleep away while you 
get on with other things. You can 
even use the sound chip while your 


| 128 is in 48K mode! 


"The AY-3-8912 sounds are con- 
trolled through two Spectrum 


| Eca You can write to these from 


ASIC or machine code with the 


| inside the chip. O 





'SOUND AND VISION! 


| OUT instruction, 


Values between O and 13 may 
be written to port 65533 — these 
select between various controls 
 Umnce you've 
selected a control, new settings 
are sent to port 49149, You don't 


need to re-select the controlif you 
want to change the same setting | 


more than once — but remember 
that you can onhy select one con- 
trolat a time. 

Time for a practical example. To 
avoid typos "assume that CON- 
TROL is a variable set to 65534, 
and SETTING is a variable holding 
49149. To sound a loud bleep on 
channel: 


| OUT CONTROL, 7: OUT SET- 


TING, 62:REM Tum on channel 1 
OUT CONTROL, 1: OUT SET- 
dna 50: REM Set channe! 1 


OUT CONTROL, 8: OUT SET- 
TING, 15: REM Set channel 1 vol- 


| UIMmME 


To stop the noise, enter: 

OUT SETTING, 0 

You can control every feature of 
the chip with similar commands. 


The various controls, and valid 
settings, are listed in the table. 
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CONTROL SETTING 


Fine pitch, channel 1 


Coarse pitch, channel 1 


Fine pitch, channel 2 


Coarse pitch, channel 2 


Fine pitch, channel 3 


Coarse pitch, channel 3 


Noise generator pitch 


Mixer - see text 


Volume, channel 1 
Volume, channel 2 


Volume, channel 3 


Envelope length (coarse) 


Envelope length (fine) 


Envelope shape 


This is what you do. First pick your 
Channel, then use its coarse pitch 
setting to get roughiy the right 
note. Put a value between O and 
15 into the 'fine" control to get the 
pitch spot-on. You can control the 
volume in two different ways — 
gither directly, by writing a value 
between O and 15 to the corres- 
ponding volume control, or indi- 
rectly by setting the volume for 
that channel to 18, in which case 
the volume will be taken from the 
“envelope generator. 


The “envelope generator is a. 
circuit that makes the volume fluc- | 
tuate in various ways, as shown in 


your Spectrum 126 manual. You 
can choose between ten shapes 
of fluctuation by adjusting control 
13. The settings of control 11 and 
12 determine the speed of change, 
or the “length' of the envelope, in 
units of roughly 1/6900 second. 
The 'noise' generator produces 
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various varieties of hiss depending 
upon the setting of control 6. 


The only tricky controlis number | 


? — the mixer. This turns on or off 
each of the three channels, and 
selects whether the channel pro- 
duces noise or a note. 

The castest way to understand it 
is tô assume that the 'normal' set- 
ting is 63 — this makes the chip 
silent. Subtract 1 from this for 
notes on channel 1. Subtract 2 for 
notes on channel 2, and 4 (ves, 
four!) for notes on channel 3. Sub- 
tract & for noise on channel 1, 16 
for noise on channel 2, and 32 for 
noise on channel 3. 

Thus, to put notes on channels 
1 and 3 and noise on channel 2, 
youra write (83-1-4-15) to control 
7; interestingly, this value is also 
the ultimate answer to the Ques- 
tion of Life, the Universe and 
Everythino. 





— by a namow margin — to DK 
Armiger, who's hardware hint 
costs precisely nothing — as long 
as you eat canned food! This pro- 


E ject breathes mew life into aban- 
| doned Quickshot 2 Joysticks. 


You'll need the lid from a used 


| baked bean tin (or something simi- 


lar), a couple of paper fasteners 
(the folding sort with astud top and 
iwo blades underneath), plus a 
small drill and a knife or pair of 





CUT OUT NEW SHAPE 


FROM TIN LID 


BEND UP SLIGHTLY 
TO REPLACE RIVETS USE 





K 


PAPER FASTNERS AS SHOWN 


HEDNTECHONICHEDTECHONICHENTEC 


JOYSTICKS 
EXT To Reto ig CEEE REJUVENATED 


This month's 220 of software goes 





the Editor hasn't lost it, there will 
be a picture of a broken switch 
plate somewhere around this arti- 
cha. 

The joystick fails when the 
blades of the propeller snap off, or | 
the ring holding them together | 
breaks. In either case you must 
drill out the rivets and remove the 
metal, replaging it with something 
more sturdy. 

DK has found that a tin lid forms 
an excellent basis for a new 


DRILL OUT OLD RIVETS 















Circuit Board 


use ARO qua 





strong scissors. (This column gel 


| more like Blue Peter every month! | 


— ED) 

DK explains that he's worn out 
three Quickshot 2's over the last 
couple Of years, and they've all 
failed for the same reason — 
blades have snapped off from the 
thin metal switch assembly. You 
and | might have chosen another 
brand of joystick after having this 
happen once or twice, but DK 
stuck to the Quickshot, which has 
apparentiy sold over four million 
units since ts introduction. (Em not 
quessing to how many people!) 

To fix your stick, undo the 


screws undemeaih and take out | 


the circuit board, You should find 


| a pisce of bent metal shaped a bit 


like a propeller, riveted onto the 


| top face of the board. Assuming 


switch. You can use the original 
part — or what's loft ofit— as a 
template when you cut out the 
replacement; be careful not to cut 
ourself on the edge of the tin. 
hen vou must drill holes so that 
the paper fasteners can be used to 
hold the metal down on the circuit 
board. Fold the metal blades up to 
match the original plate, and 
Screw everything back together. 

If you've been careful the new | 
arrangement should outlast the 
original switches. 

That seems like a good point to 
stop! Thanks for all your letters: 
please keep writing to: 


TECH TIPS, CRASH, PO BOX 10, 
tp SHROPSHIRE, SY8 
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mM e A j TN IST sit " fá O! U 1 
You'll have to plan for the ficar 
and use your tactical skills to 
take the attack-tank through 

to “TIGER MOUNTAIN 
“TAKING TIGER 

MOUNTAIN” is in 3D colour, 
set in a real-time battle 
environment, which makes 

it the most advanced 

battle simulation 

available. 


si a e 


THE COUNTDOWN 
HAS BEGUN... 


One man stands alone to defend the 
ultimate weapon “NEMESIS” from 
the Andromedan robot forces. 
He has to escape with the 
“NEMESIS” intact, or start the 
countdown to self-destruct. 
Time is running out, every 
second counts... 

AMSTRAD CPC Range. 












Selected “Design Design" titles 
are available from: — 
OD ia ERP EA 









Design Design Software, 
iii 125, Smedley Road, Cheetham Hill, 
and all leading software MANCHESTER MB 7RS. 





stockists, or direct from:— Trade enquiries: 061-205 6603 


NOISIA 





BE ADVENTUROUS 


E q Es oca F YOU TAKE a careful look at the review section this 
o as E E | month vou will notice every game except Mandra- 
ore, a D&D style game written in France, uses The 
EE as a means of converting the adventure writer's 

1 ideas into code. The Quill is a superb utility for adven- 

Ss ture enthusiasts to create their own adventures, and 

' has been used to create some highly commercial 
ETA, E games (Hampstead for example), but | think its use 
eis sas à by almost every adventure concern will, in time, 


devalue both the da and feel of the adventure. | 
Adventuring before The Quill was a far different story. The lack of 
constraints on format and programming led to a wide range of con- 


trasting styles and made the task of reviewing 


Spectrum adventures 


a pleasure; it was never certain what surprise the next postal pac- 


kage would bring. When reviewing the games it became clear there 
was a fundamental link between the format chosen, the program- 
ming techniques used to fulfil the game's tasks, and how good the 
pena fared in the review. With The Quill, no options are allowed on 
ormat and programming which leads to cloned adventures sharing 
fundamental failings, such as in the field of vocabulary AH Quilled 
games share the same commands and the room for clever manipula- 
tion of text is all to evidenthy lacking. 

The Graphic Adventurá Creator has no sooner arrived than it, like 
The Quill, is hailed as an adventuring breakthrough. | would agree 
with the view that this new program is indeed a superior utility, but 
will onky create a limited number of topnotch games. This will be due 
to the lack of inventiveness on behalf of tha writer, the same lack of 
endeavour which caused them to seek the crutch of a utility in the 


| first place. LEevEL 9 have shown with their chart success that own- 


adventures are highly respected and it is my guess that many 
adventure-writing aspirants would be better to seek the services of 
a irrigação competent programmer than plump for the overstated 
uti é 





THE BOGGIT 


| Producer CRL 
Price £795 
Author Delta 4 . 


| Thename behind peltas is one Fer- 
us McNeil. He brought vou 
tobin of Sherlock and Bored of the 
Bin ngs and now he's = - 
with his latest Fig 
git, Bored Tão (two, that ty Reg 
lars to the column will remember 
how | enjoyed both of Fergus's ear- 
ler edi but wondered how 
universally funny the jokes actually 
were. In The Bógg't, thê comic 
nius's talent has been trained, 
and profitably directed 
| towards the one theme — taking 
| The Hobbit computer game to the 
cleaners (although the thought of 
E isn't quite the right anal- 


here)! 
vary one who has played The 
Hobbie wi find something to laugh 
at here, and even Tolkien illiterates 
| will realise something funnys 
going on as Bimba strugales with 
supposeo frend and fee alike to 
try and emulate the exploits of 
Bilbo in the original. This game is 
awarded a SMASH not just 
because it is amusing at the 
expense of a game and a theme 
familiar to everyone but due to its 
standing as an adventure — the 
game reads well, plays well, and 
the presentation is sick and 
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polished to a tes. 

A comfortable tunnel-like hall is 
Bimbo's home and theres the 
familiar round green door set inthe 


middle of a very familiar picturenot | 


unlike the first frame of The Hobbit 
(remember how DELTA 4 mimicked 
Robin of Sherwood pictures in 
their last spoof)? OPEN CHEST 
and 'Bimbo..couldn't quite ses 
inside.' Any adventurer worth his 
sait will recognise a prompt to 
action here and so tis that the 


| intrepid explorer clears the first 
| hurdie, but only after dodging the 


very real threat posed by some 
glamorous milk choccies accom- 


panied by a card and delivered at | 


great risk. Typically the choos are 
explosive and are delivered by 
none other than that conniving ras- 
cal Grandalf: 'Suddenhy, there was 
a resounding crash, and Grandalf 


= ME 


hero. 


A ET 


Eea+ th » gut] 

Caróina o Da Rs pd ts the 

Gtone ré MPa de od thaf +s dl apa 
123 ]Ieçading Sob to” 


on] 


Ea fo: 
erce ig à Liciousg Jookirg 
caça hece- 


tarzaned in through the window, 
colapsing elegantly on the Ticor 
beside Bimbo. He hastily fumblad 
about in his robes for something, 
then placed a box of chocolates 
and a card carefully on the carpet 


door and side-step the exploding 
chocolates they might like to 
explore the oro with the 
super EXAMINE command. As an 
example of how full this adventure 
is let's take the toilet area which 


dit of ns Md to the 








before scrambling out through the 
now broken window”. Much longer 
passages than this pop up 
throughout the adventure and 
because they are so well-wntten 
add immensely to the fun and 
atmosphere of the game. 
Assuminag players can suss the 
combination lock on the green 


one might have assumed to be a 
bit of a backwater (no rude joke 
intended). Using this command we 
laarn how the toillet looks a br 
dubious, how the sink contains 
some ancient mouthwash stains, 


| the medicine cabinet to be sec- 


urely welded shut, and the floor 


tiles to be a bit wet but otherwise | 











| Atmosphere 
| Vocabulary 


 Addictive quality 


uninteresting. This is an aspect of 
adventuring | enjoy very much — 
the idea that there are many nooks 
and crannies to explore which may 


| Or may not have some direct bear- 


ing on the outcome of the adven- 
ture. Using the toilet gives nse to 
the following gem: 'Bimbo tries to 
make-use of the toilet. Suddenly, a 
huge,  boótile-shaped monster 
reared up out of the bowl and bit 
him horribly! “See you soon' 
gurgled unpleasantiy and sank out 
of sight”, Betore | leave this area of 
the adventure, a tip to those read- 
ing: if you are having difficulty with 
the combination and can't get out 
of this bit, type HELP and take the 
advice lteraly. | 

Arter meeting up with the 
dwarves, Bimbo: is thrust into the 
middle of a TV Quiz show, com- 
pared by Grandalf, which poses 
the question, 'Bimbo Fagalins, we 
have here a 14th share of Thorny's 
dwarvish treasure. How much do 


you think if's worth?" The prize for | 
getting this question right is nota | 


breakiast tea service but an 
extended campina holiday which 
sounds remarkably like one of 
those nasty adventure quests with 
dragons and the ilk. But first 
Bimbo must get through his han- 
over from ind too much 
warvish ale, and Grandalf and 


Thorny the Dwart must settle their | 


diffarences after an argument and 
fight over Grandalfs tricking 
Thorny's dad, Drain, out of a key 
and map leaving the old demented 
dwarf incarcerated in the nec- 
romancers' mental hospital, This 
imposing building can be found 
along with many other such sillies 
on the inside cover of the inlay, 

No opportunity has been mis- 


| sed'to poke fun at the Tolkien map. | 
Old ford hes opposite a pictureofa 


new Ford uncannily like a Ford 
Sierra, à new forest trunk road 
goes nowhere but almost reaches 
the municipal golf course, and 
even Ludlow gets a mention along 
with the likes of Weeble World and 
The Great River Anadin. 

HH laave you with the first verse 
of the dwarves” song ringing in 
your cars. 


Were dwar's, we're dwarts, all 
doomed to dig 
Wei! probabiy finish in the dra- 


gons pie 

oo we ll take “o! Bimbo Faggins, a 
real cementhead 

dd 'o! Daug will eat him 
instead 
Sing: Hog the golo! Pass the buck! 
Spirt Bimbo 's share between us. 


Difficulty: very playable but still 
some tricky bits 

Graphics: a few, very average, but 
pleasant 
Presentation: neat redesigned 
Character set, 
Input facility: verb/noun 
Response: fast Quill response 
General rating: good, witty stuff 


Logic 


SESSN 


Overall 


the miing of 


MANDRAGORE 


Producer Infogrames 
Price £9.95 


You know, when you've spent 
some time in the reviewing busi- 
ness you begin to sense good or 
bad things about a game ' 
moment you load up, or in some 
cases, even earlier as you start to 
pPlough your way through the 
instructions. As à mule, if the 
instructions are overly complex or 
garbled then the game will turn out 
to be difficult to play and, more 
annoyingiy, not worth playing in 
arwy case. 


Mandragore is one of those | what 


om o ida aa a a ar de 


games where the vai involved 
instructions are a sign of confusion 
over where the game begins and 


where H is going, If anywhere. | 
Perhaps some of the fault lies in | 


the translation as INFOGRAMES are a 
French  outht  fhence the 


“Chateaux" in the instructions) but | 


this can only be part of the excuse 
as the instructions are readable. 
lt's just that theyare constructed in 


a way as to maka reading them at | 


least three times a must before any 


proper attempt can be madeatthe | 


game. 
The player's attempts to come 


| to terms with the games com- 


plexities are further frustrated by 
Commodore, 
Ametrad, Appie and MSX instruc- 
tions (including disc information) 
with those for the little old Spec- 
trum. Throw in one or two other 
major imtations like characters 
that disappear on screen because 


| they have paris that are the same 


colour as the background (surely 
untorgivabte) and an ending to the 





which is so messy that the 
irst indication is that on checkin 
your Characters they would all 
appear to have expired, and 
have a game that goes out of its 
way to annoy and perplex rather 
than engage and entertain. 
That said, | somehow mustered 
the sr pi igabza to get somewhere 
with this one and discovered an 
adventure heavily based upon 
Dungeons and Dragons. The 
structure of the game is novel, 
vrth ts main game code en 


one cassette and data relating to 
each one of ten chateaux on 
another. When the data pertaining 
to a chateaux is needed, signalled 
by a prompt on the screen, this 
data |s then loaded from its posi- 
tion on the other cassette. 


Syrela'S Adventure is the firstof | 


three options offered at the start, 


ture, where you form your own 
team via a questionnaire which 
appears on screen, and Old 


(restarting a game left of in a 
chateaux invo reloading the 


| castle you were in at the end ofthe 
| previous game). 


Gyreias Adventure is recom- 
mended for the novice, as here a 
previously selected team of four 
characters is offered already 
ascribed names, races, OCcupa- 
tions, gender and characteristics. 
These last are the familiar D&D 
labels or emu Constitu- 
tion. Strength, Intelligence, Wis- 





dom, Dexterity and Appearance. 
D&D aficionados will quickly 
equate this games Knowledge 


with D&0's Intelligence, and simi- | 


larly, Appearance with Charisma. 
These are given values between 5 
and 20 and never exceed 80 in 
total. In addition, each team 
member begins with 50 life points, 
20 food points, 50 money points 
and no experience. The Level, 
which starts atone, isan indication 
ofthe maturity where a higher level 
signifies a more invincible charac- 
ter who is better able to undertake 
hazardous and difficult deeds. 
The choice of race shows the 
greatest deviation from D&D with 
the non-standard Mi-Orc and 
Obbit along with the more familiar 
Dwarf, Elf and Human. Oecupa- 





tions are more in line with D&D ter- 
desça with nl Ranger 
(Strength must be io 15), 
ed bbliços dida ove 15), 
Clerc (high Wisdom), soco Thief 
(high Dexterity needed). Minstrel is 
thrown in for good measure and 
this occupation involves an 


| Appearance above that magic 
the other two being Your Adven- 


figure of fifteen. The Strength of.a 
Ranger, the Dexterty of a Thief, 


| and the Intelligence of a Wizard 
|, 8 | can have a great bearing on a 

Adventure which is the option to | 
| allowa saved game to be resumed 


game we are told, but | defy ary- 
one to keep awake long enough to 
find out if this is true. 

Games play centres around the 
screen map which is the localised 
version of a full map in the middle 
of the instruction booklet. Crude 


| character block scrolling is the 


order of the day and the graphics 
depicting the | monotonous 
stretches of plains, forests, hills, 
swamps and mountains are unin- 
apta to say the least. Your team 

represented by a solitary figure 
vio resolutely stays in the centre 
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of the map as all scrolls about him. 
This Map Mode, as the instruc- 
tions call , is used primariby to 
move from ore chateaux or village 
to the other. 

Before long:the next mode, Wan- 
dering Monsters, is called upon as 
you bump into vour assailants 
while innocenthy hiking around the 


map. The trouble with this mode | 
are the pictures of the monsters | 
which are teletext resolution and | 
often so poor it's impossible to say | 


what exactiy is attacking you ('is 
a bird? Is it a fish?” kind of thing). 
oying the monster you can 
retum to map mode or you can 
skip the whole pena thing, retum 
directiy to map mode and forfeit 
10 Iife points for each character. 
The villages and chateaux form 
“the third major mode with the vil- 
lages providing an opportunity to 
buy lor steal) weapons, torches 
and food or to sell things found in 
the course of expeditions inside 
the chateaux. The ten chategux 
contain suar SO pes and dun- 
| Jens each concealing a myster 
pu solved and peso eo 
avoid. 
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-infuriating — the last thing an 





status list down the right flank of 
the screen complates your input. 
A — D normally consist of one 
monster and one or more objects). 
There is one major proviso in usin 

the verbs from the lists Rinpliod: 
certain verbs are occupation 
specific — for instance, only a 
Cleric can CURE and a Wizard 
TELEPORT — while other verbs 
are location specific so you must 
be in a village in order to STEAL, 
Buy o BARTER. For these 
reasons eariy inputs seem to more 
often than not end with the word 


Impossible" as the program's only | 
retort, When the input system is | 
finally sussed things can still be | 


tricky fike when trying to buy 
equipment in the villages when 
everything seems priced well 
above the starting 50 monies of 
each character. 

Mandragorea is an adventure which 
clearly has had a lot of hard work 
put into its inception. Like any D&D 
cione it has a depth and complex 
ty way beyond the normal mic- 
rocomputer game. The garbled 
and hotch-potoh instructions are 


, a Ps map 
ce ee O ef 
mia ii é do E DE E a os 


ado ms + Dec 
Ea Rr 


sua 11 oem aa mi 


e ; E ] e E 
a a a 2 A e e rr + a : 


3 É ? ae im E) 
e tl lda af ld lp ad ip de md 2 o du a 
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» ad y ia ' 


The way in which the game 
makes use of abbreviations and 
one touch entry is clever but mar- 
red by the fact that the instructions 
do not distinguish between CAPS 
SHIFT and SYMBOL SHIFT. Where 
the instructions say that SHIFT O 
brings up the name, experience 
points and life points tally of each 
character onto the right flank of the 
screen it |s here referring to SYM- 
BOL SHIFT. Where they refer to 
SHIFT and cursor amows they 
mean the CAPS SHIFT. To be hon- 
est, ifyou wera to struggle through 
the instructions to this stage as | 
did, this state of affairs would not 
surprise you as most of the early 
part of getting to know this game 
consists of pressing keys at ran- 
dom, so confusing are the instruo- 
tions! But to glve credit where cre- 
dit is due the input system, once 
mastered, is quite fun. 

Pressing 1 — 4 brings down a 
character name, pressing the first 
two letters of a verb (from a kindly 
supplied list) brings this down next 
to it whila pressing A — D frôm the 
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| an introduction. 


Dc e e psjeie 





already complex pelo needs as 

owever, | think 
that once the player gets over this 
hurdie the game proves to have a 
great deal to offer and those 
nterested in role-playing games 
on the Spectrum should certainhy 
take the time to get to know and 
enjoy this one. 


Difficulty: door instructions 
necessitate a slow start 
Graphics: poor 

Presentation: average 

Input facility: novel and highly 
effective 

Response: fast 

General rating: good attempt at 
true D&D type game 


Atmosphere 
Vocabulary 
Logic 

Addictive quality 
Overall 





THE VERY BIG CAVE 





Producer CARL 
Price E795 
Authors St Brides School 









Right, you've seen this one in the 
shops and you now want to know 
how good tis. Well, tis Quilled, it's 
from the st BRIDES team who have 
turned out some average to good 
but hardly commercial adven- 
tures. | reaches you in the shops 
courtesy of caL, a company which 
has little history in mainstream 
adventuring, but, | am pleased to 
say, they are now releasing some 


| imaginative stuff. | 
| all in all it's pretty good, 


what with its humorous treatise 
ofColossa! Cavern, the maintrame 
yarn that was the inspiration of 
many an early Spectrum adven- 
ture, and its quickly drawn 
graphics and powerful MINE 
command. Considering its size (it 
comes in two parts) its price could 
be justified, but | consideritto be a 
shade on the expensive side. 

You must excuse me if | seem io 


| plod through this review. Like an 


editorial which went west recently, 

the first version of the Big Cave 
review similarhy went astray some- 
where between the Far North and 
the Middlemass of Ludlow. sr 
as forecast by a certain well- 
known láw, my backup copy flew 
out of the window when | moved 
house (which itself is another 
equally well-known sub law which 
states that when moving house 
Abd É value is either lost or 
broken 


ously survives — usually at ankle 
or knee height in dark corridors), 

Now, where was |, oh yes, the 
small brick building of the 
Crowther and 


ing place (apparently on the Spec- 
trum version on) curiousiy 
marked by a large and conspicu- 
ously fashing sign. Here are tha 


| first examples of the superb 


EXAMINE command where EXAM 
FOOD eticits “It's a school dinner' 
(described as 'tasty' in the inven- 
tory!) while EXAM BOTTLE gives 
“Green. Originally one of ten. 
Travelling west takes the mickey 
out of all Mogically mapped adven- 
tures whereDby you find yourself on 
top of a small hill. “Well, not that 
io Inotice or e of breath 
and perspiring ysolhope you 
will not fuss when | tell you that 
that this hill plays no particular part 
in the adventure and | have no idea 


| why it's hera. Contrary to the laws 


ADVENTURE 


ereas the junk mysten- | 


É | original. | 
NORTH takes vou to a secret hid- | 





of geography going north willtake 
you back to the road. Don't say | 
never tell you anything'. This witty 
and chatty style runs throughout 


the adventure and really is 
genuinely amusing. 
To the east, the door of the small 


brick building is closed and some- 
thing prevents ft from opening. 
Examining the door reveals the 
problem. “You see a brass 
mechanism attached to the door | 
bearing the legend: VACANT. There 
is an aperture at the top of the 
mechanism approximately the 
thickness and diameter of one 
penny'. This carefully weighted 
style of writing nicely deposits the 
joke in your lap, a strength of the 
game | particularly enjoyed. 

- Tathe south of the start location, 
na guiy in the forest, you chance 
upon a Gully-Bull which, true to its 
name, is highly gullible and lets 

u steal the old panny there right 

om under its nose. Back to 

wellia house and you discover the 
spring 15 not the watery kind but 
the springy kind — springing you 
out of the place should you touch 
it. Taking on the bull again you read | 
“And you can see a rampaging bull 
with the distinct air of a bull who 
does not mean to be caught out a 
second time”. 

Not all the adventure is directhy 
concerned with Colossa! Cavem. 
lt's true that much of what's hera is 
familiar, even if it has been given a 
new twist. The wellie-house is the 
original well house with its watery 
spring, the python of Big Cave 
being the snake of the original, and 
in this adventure the Ming vase is 
net dropped on the cushion as you 
might expect; instead dropping it 


| 2 Sr else does the trick 
| themes runningthrough this 


humorous trip are the caped 
crusaders of Gotham City, Alice in 
Wonderland, and lesser interludes | 
like text-powered space invaders 
and a horror section, Certainly the | 
Big Cave Adventure offers a great 
deal; it's not only a super spoof but 
a polished and well orchestrated 
adventure in its own right. 


Difficulty: flows along nicely 
Graphics: mostly attractive 
Pi ntation: neat 

Input facility: verb/noun 
Response: Quill 

General rating: g00d jaunt 
Atmosphere 

Vocabulary 

Logic 

Addictive quality 
Overall 
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A Ramjam Corporation Adventure 
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This month, BREND 


a look atanother game run by KJC, appeals 


ON KAVANAGH takes 





for details of your experiences as a crimi- 


nal of the future, and 


reveals that a souped 


up version ofVORCON WARS is now avail- 
able. All this, while playing IT'S A CRIME! 











The offer of a free It's A 
Crime! startup made in the 
July issue by KJC GAMES has 
attracted an impressive 
response from all of you 
budding PBMers. So many 
CRASH readers wrote in 


| that a new game of It's À 


Crime! was launched last 
month to accommodate 
vou all! 

I've joined in the 


mayhem on the streets of New York, and so far have 
managed to win control of a couple more blocks and 
gain half a dozen new recruits to my gang in the pro- 


COSS... 


Please write in and letme know how you are getting 
| on battling it out amongst the mobsters. 


SUPER VORCON 
WARS 


In Julys PBM MAILBOX | 
| described a popular PBM game 
| called Vorcon Wars. John Nichol- 

son, creator of the aforemen- 
| toned game, has recently 
launched a more complicated ver- 


game released to replace Vorcon 
Var, it is intended to let players 
who want to do more than they can 
in the lg bjo game do so — just 
because tl game is called Super 
Vorcon Wãars ft doesn't mean that 


Sion which involves infectious dis- | it's any better... 
sases destroving food supplies, SVW'costs 21.50 per tum to play 
multi-cor er player posi- | and further details can be obtained 
tons, more aggressive native Vor- | from SUPER VORCON WARS, 59 
cons and ot such wonders. | Juniper, Birch Hill, Bracknell, 
John, demonstrating an impres- | Berkshire RG12 426. 
sive spurt of originality and imagi- 
nation, has named this game | shall discuss the game more 
Super Vorcon Wars. SvW'is nota | thoroughiy in a later issue. 
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Capitol is an American PBM game, 
moderated on computer in the UK 
by KJ GAMES, the people who 
moderate IS A Crime. 

Thi8 is a game of intersteliar 
empire building which is very 
strategic and diplomatic in play. 
There are 32 players per game who 
represent, as teams of four indi- 
game positions, eight 
unique races. At the star of t 


| game, each player is given a world 


| and a few starships with which to 
begin exploring the two. dimen- 
sional in which play takes place. 
The É dd must conquer naw 
worlds to expand the empire's 
industrial and political base, and 


tion, and carrying cargo can be 
extra resources have been 


annexed. 


Giection Le 


Elocks Contrslled: 3 


Eisction 2a 





BLOCK BLOCK 
A” à R LLED BY 
p5A raói Shtpeis 


Bases may be established on 
other worids which confer com- 
mercial, economic, and political 
benefits (and, perhaps, disadvan- 


| tained and supplied to keep them 
| operational, 


GOALS 


There are two goals for the players 
of Capitol to achieve. The first is to 
construct and develop the most 
powerful base of your race; the 
player who owns the most power- 
ful base pa the race Emperor 
(until deposeo!. 

The second is to work with the 
other players of the same race to 
annihilate the “aliens' — in other 
words, get rid of the other players. 
As you can see, the polítical 
aspect of Capitol is an interesting 
one where groups of competing 
players must also alhy to destroy 
the other races before they them- 





| 


of scope for stabbing people in the 
back in this game.. 


TURNAROUND 


Capitol is an open-ended game 
and players may submit turns as 
| often as they like up to a maximum 
of once per week (a ten day limit 
game exists for European players), 


pps on o 


new starships for fighting, explora- 
crudely designed and built once 





Your 
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5). These bases must be main- | 


selves are destroyed! There's a lot | 


DIPLOMACY 



























KJC GAMES is à well run organisa- 
ton which runs its games in quite a 


professional manner. fr to 
the rulebook, games general t 
for between nine and tifo 


months — who knows, within a 
year you could be the conqueror 


Capitol involves a lot of diplo- 
macy, especialhy between players 
of the same race (even though you 
are all struggling to ba Emporer 
vou must also remember how 
important it is to work together 
against the other races!). This 
means that quite a bit of real world 
communication is needed to do 
well in Capitol. For convenienca 
(and to savem on stamps and 
pi bars pda e bilis, two sadfacts | 
of life for the overactive diplomat) 
itmay be an idea for a group of four | 


gang's statisti 


Notoriety: 10 


tur + 


BELOC 





- PLOGÁ?. 
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friends to join allat once and agree 
to co-operate as a race (this 
means that on startup you must all 
choose tó play as the same race). | 
You all play as individuals as nor | 
mal; ff just makes interplayer com- 
munications easier and more 
enjoyable! 


START UP 


The impressive Capitol Rules Pac- 
kage (containing al sorts of 
goodies) costs £2, excluding star- 
tup. £6 pays for the Rules pac- 
kage, game set up, and your first 
two turns. Turncosts thereafter can 
vary sli fr but usually gach tum 
costs E 1.75. 

European applications should 
be sent to: CAPITOL CRASH | 
STARTUP, KJC Games, PO Box 
dd Pi Lancashire FY5 


THE FLAGSHIP FAC- 
TORS 


COMPLEXITY 
GM QUAL:TY 
DEPTH 
INTERACTION 
VALUE 
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AVAILABLE NOW ON 

Commodore 64/1 28 

AVAILABLE SOON FOR: 

spectrum 48/128 £9.95 


Amstrad Tape - £9.95 
HUGO HGIZB Disc - £13.95 


DRAGONS LAIR 


ADDS NEW CHALLENGE TO THE MAGICAL ARCADE ADVENTURE! 


es the Quest to rescue the fair Princess from the 
clutches ol an evil Dragon. You control Lhe action of our 
daring adventurer finding his way Lhrough the castle of 
the dark wizard who has enchanted it with treacherous 
monsters and obstacles. 
In the mysterious caverns below the castle your odyssey 
continues against the awesome forces lhal oppose 
vour efforts to reach the Dragons Lair. 


Lead on adventurer, your quest awails. 


Software Frojecis Ltd., 
Bearbrand Complex, Allerton Road, 
Woolton, Liverpool L253 PSF 
Felephone: 05)-428 9395 
Lelex; 62 7320) 


E] pi 


AVAILABLE FROM ALL GOOD COMPUTER RETAIL OUTLETS 




















3D STARSTRIKE 


JD experts REALTIME began to make a seri- 
ous mark on the market with this, their sec- 
ond game. At the time, this game was state- 
of-the-art, and few other companies have 
managed to catch up. Featuring detailed wire 
frame graphics, the fast and furious action 
loosely follows the plot of the Star Wars 
arcade machine. A CRASH SMASH in 
December 1984. Can you survive the ravages 
a para long enough to complete your mis- 
sion? 
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eEÂLTIME < 2 ooo o veres 
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ZX SPECTI 





VALHALLA 


The first ever animated graphical adventurs 
game on the Spectrum predated CRASH by a 
bit, but it remained a firm chart favourite for 
almost a year. Set in the Nordic wastes of 
Teutonic mythology, there are several difle- 
rent quests buried within the ever-changing 
landscapes. Commands are undertaken by 
the animated characters who interact with 
each other logically. A bargain in the Classic 
2.99 range, since this first cost £15! 
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Spectrum/ Amstrad Casselte 16.99 
Amstrad Disc 13. 95 


piano Rea 
Wnit.15 The Western Centre 
Western Road 
Bracknell 
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lts not every day you have lunch with a six 
foot-eight ex-basketball player who used to 
want to be a test pilot. Being on the diminutive 
side myself (well just a líttle, groan, groan), it's 
not easy craning ones neck for any civilised 
length of time. Still, the lurid tales which 
seemed to slip so easily off the tongue of the 
programmer in question, were some compen- 
sation. As for the lunch, the smoked chicken 
was fine, though | do wish, inretrospect, that 'd 
checked the lamb kebab with a geiger counter. 
Being a creature of the hirsute kind, now my 
beard glows in the dark and my hair picks up 
Radio fis ol lt's not easy being a freak! 

Dave Perry is one of MIKRO-GEN's qd prog- 
rammers. The others are Chris Hinsley, 
Rafaele Cecco and Mick Jones — a new 
member is set to join them shortly. They're a 
wild bunch by all accounts — very much into 
busty page three pirlies, vodka and Coke, and 
keeping roving reporter John Minson company 
at computer shows, as he downs an infinite 
number of Bloody Marys. lt was Chris Hinsley, 
Of course, who wrote the highly successful 
Pyiamarama, followed by Everyone's a Wally 
and Battle of the Planets. 

An lristman born and bred, nineteen vear- 
old Dave Perry is endowed with all the native 
charm that one would expect of a man with 
pure Celtic blood flowing through his veins (me, 
partisan?) In his gentle Irish brogue, he related 
how he began programming while still at 
school. Inthe sixth form, he managed to write a 
a number of programs for Tim Hartnell of INTER- 
FACE PUBLICATIONS and his work was published 
im several books. This led to a book consisting 
of Dave's programs only — Astounding Arcade 
Games — which sold 13,000 copies. 

His connection with MIKRO-GEN began when 
he sent them Drakmaze, which they accepted. 
The deal fell through, however, and there was a 
temporary hiatus in his links with the company. 
Of course, the story doesn't end there. On one 
of his frequent trips to London he met Mike 

MIKRO-GEN's MD, at one of the computer 
SHOWS. Mike was attempting to set upa prog- 
ramming team and Dave, because of his previ- 
ous experience and the links he had already 
forged with the company, seemed an obvious 
choice. 

Itwas an opportunity he could not tum down, 
though it would mean having to “chuck in' 
school, as he put it. Everyone was telling me 
notto do it, said Dave, but it was something he 
felt he had to try. So, he packed his joystick and 
sundry other computery items and moved to 
"Virginia Water, near Bracknell. 

Dave's first task was to write a test program 
which was never actually completed: 'it was 
coming along very well but Chris needed help 
with Pyjamarama so | dived in with that. We'd 
just been given a prototype Amstrad, so | wrote 
the Amstrad version. The press launch for 
Pyjamarama (which cost MIKRO-GEN à mere 
thirteen smackers a minute) didn't go accord- 
ing to plan. As Dave explained: “it turned out 
that on the way Chris was sick on the tube and 
had to go home. He missed the whole thing. 
The Press was there in force, waiting for the guy 
who had written the game, so | took his place 
and they interviewed me instead. 


The success of Pyijamarama was followed by 
more Wally successes: Everyone's a Wally, writ- 
ten by Chris, and Dave's Herbert's Dummy Run. 
ouddenly, in Dave's words, 'Everyone was 
jumping up and down demanding more Wally 
games. In response, Dave came up with Three 
Weeks in Paradise which received outstanding 
reviews and was his first solo CRASH Smash! 

Programmers, Dave told me, tend to be a 
little pampered. This is because they are the 
creative nucleus around which everything else 
revolves. This doesn't mean to say that they 
have an easy time — they work long hours and 
their commitment has to be total. “When | first 
came over here, Dave explained, “| worked 
very hard indeed. | was in work at half-eight and 
worked through to twelve-thirty at night. | did 
this for months, seven days a week. (Phew! 
Nearty as much as the CRASH team!). Now the 
hours — nine to seven — are more civilised. 

Dave's latest game marks a total departure 
from what he had done previously. Stainless 
Steel, an arcade game, took him five months to 
write. The player is given a bird's-eye-view of 
the action — simple enough it would seem — 
but from a programming perspective this did 
cause Dave some headaches: “the problem 
with this game was drawing things from above. 
HIl never do another game from above. I've 
always done things from the side and always 
will in the future. | 

In collaboration with Chris, Dave is now work- 
ing on a new game. Does working in partnership 
create any problems, | wondered? “This is the 
first time we've ever worked together, said 
Dave, butone canforsee some difficulties. Two 







Mr Perry performs a fine balancing act for Cameron Pound's 
camera lens outside Ludiow Castle. Looks like Wally Week 
 reckons he's the only superstar who should be in the piclure 


people can't do the same thing as there's only 
one keyboard and one programmer at a time, 
50 If someone comes in and changes some- 
thing when you're not there it can get contus- 
ing. 

o what's this new game all about? Vaguely, 
itconcerns 'bendy cylindrical rubber-like doob- 
res that look not unlike liquorice Alisorts: "we 
still haven't thought of a name, said Dave. The 
idea is to stop yourself being horribly gorman- 
dized by frostie monsters. By this time the lamb 
kebab was beginning to take its toll on my deli- 
cate digestive system, The thought of animate 
liquorice Allsorts certainly wasnt helping 
things. 

Conversation turned to the subject of when 
Dave expected to make his first million, and 
thirty was tossed around as good an age as any. 
But how did the doubters back home react to 
him now? “Everyone's really proud of me,' said 
Dave, Atschool, the headmaster just loves me. 
somehow, he managed to get the Government 
to invest half a million in the computer depart- 


-ment' Dave is clearly something of a local 


celebrity down Belfast way, The local papers 
have done features on him, and he's even been 
interviewed by the BBC World Service, 

With time: quickly running out, there were 
just a few moments to catch Dave's 
daguerreotype (the wonders of NEWSFIELD 
Technology!) before he began his six hour trek 
back to civilisation. Às he disappeared into the 
Ludiow sunset, | whispered bon voyage! .and 
bon appetif (funny lingo for an old bogtrotter, 
Then went to check my beard in the mirror .. 
and where was that music coming from! 
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The Magazine of Fantastic Media 
The September issue has features on the latest blockbuster tantasy films: | 
Highiander, Aliens, Enemy Mine plus returning ET, TVs Doctor Who and 


lots of Competitions with videos of Thundenbiras, Captain Scarlet, The 
Sur, and a film-set visit alito be won! 
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STARBURST is availabte at your local newsagent or delivered to your 

door on Subscription (215.00 for 12 Issues). Cheques'PO payable to 
Visual Imagination, Subscription Dept (NF) 

8 Melrose Avenue, Wimbledon Park, London SW19 BBY 
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Despite the seeminegly logical progression from 
gamebooks through computer adventures to 
role-plaving that | cutlined last issue, role-play- 
ingactually came first. The other two forms are 
the result of attempts to adapt role-playing to 
different media. The original Adventure and 
other pioneering computer games were written 
for mainframes and circulated largely through 
professional programming circles. But way 
back in 1981 those of us old enough (and, pre- 
Spectrum, rich enough) to be using micros for 
games were dazzled by the appearance of the 
original on which Swords & Sorcery is based, 
The game is called Wizardry: NOT the same 
game as the similarly named product you can 
now get for the Commodore. In fact it is only 


available on 'business' micros, but it is still sel- 


ling well, having successfully made the transk 

tion from Apple Il to IBM PC to Macintosh. Ina 
word where most computer games onhy last a 
few months, a five-year lifespan must in itselfbe 
something of a record, 
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nappearance Wizardry is very similar to 
f S&S. 4 has the same perspective view 

down the tunnels, the same static view 
of creatures you meet, in fact almost an identi- 
calscreen layout. lt doesn't have the top-down 
view of the map, but being disc-based fl can 
aftord to have completely separate screens for 
things like messing around with what you are 
carrving and wearing. In addition it allows you a 
party of up to six characters, and you can take 
them out of the dungeon to buy new equip- 
ment, get healed and gain experience. You can 
even rescue the bodies of dead characters and 





pay the local temple to have them resurrected, 

Since Wizardry first appeared a number of 
other games building on the idea have been 
produced, but they have all been American, 
disc-based and have made very little impact 
over here. 

I've been waiting a long time for something 
like Wizardry to appear on the Spectrum, and | 
suspect that the fact that Wizardryis so goodis 
in part responsible for my extreme disappoint: 
ment in Swords & Sorcery. Infact itis a reason- 
able copy, improving on the original in some 
places, but there are are a number of very 
irritating things about it: the sound effects, the 
garish screen (which is almost unreadable on 
my small TV), the awful strip menu system, and 
the ridiculous number of orders vou have to 
issue in orderto take the treasure from a chest 
alicombine to put me offthe game. a human 
GamesMaster didn't allow you to eat your 
sandwiches untilyou d specifically told himthat 



















you were taking themout of your pack first, you 
would probably hit him! S&S insists on such 
ridiculous detail, More importantly, S&S 
doesn t allow you to come out of the dungeon 
and seems to have a very high kill rate. | found 
itvery difficult to role-play, whereas in Wizardry 
| become so fond of good characters that | 
waste a fortune trying to pet them resurrected 
when | do make a mistake. 

ne very brave thing that PSS did with S&S 

is to try to implementa means of com- 

mumcating with the non-player crea- 
tures. Unfortunately this doesn't work very well. 
Tostart with, muchotthe conversation that the 
computer generates is infantile: the authors 
seem to have thought that the game would only 
ever De played by five-year-olds, Also, because 
the system isn't clever enough to indulge in 
meaningful conversation, you find yourself 


a ag, 


e 


thinking “what does it mean in game terms 
when a character says that. 

My judgement of S&S, then, is thatítis an 
attempt to put role-plaving on a computer, but 
that it fails because there are so many facets of 
the game which irritate, are destructive of 
atmosphere, and forcibly remind you that you 
are only playing a game. | much prefer Heavy 
on the Magick. That looks better, has a much 
better user-interface, and is entertaining thanks 
to the traditional GARGOYLE humour. Of course 
it is still very much a traditional GARGOYLE logic 
puzzle once you get into it, and it still doesn't 
allow you to come out of the dungeon to rest 
and recuperate. It's much more fun to play! 

|spoke to Greg Follis of GARGOYLE and the 
world ot Graumerphy to see what he thought of 
rale-playing on computers, lt seems that HotM 
was indeed designed to implement as many 
features of Dungeons & Dragons (the first role- 
plaving game) as possible, but this was carefully 
balanced against the requirement for godd 
graphics and a playable game. As they had to 
leave something out, they tried as much as pos- 
sible to get the atmosphere of D&D rather than 
reproduce the mechanics of the game. That 
certainly seems to be the right approach. 


| nother interesting fact |s that, before 
HotM was written, GARGOYLE went 
€ through the exercise of creating a com- 
plete wortd in which to set the game. Although 
in HotM itself Axil never gets out of the dungeon 
there is im fact, a whole worldthere waiting for 
him, GARGOYLE hope to publish a book about 
Graumerphy sometime in the future, 

That presents a number of intriguing pos- 
sibilíties. To start with, information from the 
book could be used as clues in later releases 
using theHotM system. This would give a lot 
more identification with the game world. One of 
tha major problems with adventures is that you 
often can't convey enough information in the 
game to be able to base the entire game on 
internal material: you have to bring in puzzles 
that are not an integral part of the plot. With a 
whole book to draw on things get much easier. 
|MELBOURNE HOUSE did something of the sort 
with Lord of the Rings as did games such as the 
Midnightseries and Runestonewhich provided 
lots of background material in the instruction 
booklet), Álso, with all that background, GAR- 
GOLE could produce a role-playing game set in 
Graumerphy and allow you to carry characters 






RIR he main problem is that the game's 
| designer, having got this nice fantasy 


world set up, can t think of anything to 
do with it other than set silly brain teasers. At 
least in à LEVEL 9 game the problems, if not an 
obvious part of the plot, don't seem too out of 
place. In Mandragore each Chateau has fts own 
abstract puzzle. |'m sure the problems are very 


EE ingenious, but why should people playing the 
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across from the multiplayer role-playing 
scenarios to the solo scenarios on the compu- 
ter, Whether they willactually do such thing is 
another matter, but the possibility is there. 

A more recent contender in the field is the 
French game, Mandragore. This is a far more 
ambitious program, being much larger than 
S&S or HotM (on the Spectrum it comes as two 
tapes). Like S&S it tries hard to implement the 
mechanics of Dungeons & Dragons. Up to four 
characters are allowed, and they are able to 
adventure through a 'wilderness' (that's an old 
D&D term tor 'outdoors| as well as explore à 
number of dungeons (sorry, 'chateaux). Having 
several named characters does improve the 
atmosphere somewhat although, unlike Wizar- 
dry, each party is separate; you can't have a 
pool of characters and pick the four you want. 
The game also includes villages at which you 
can buy (or steal) equipment. Nevertheless | 
was still disappointed by relatively trivial irrita- 
tions. 


parts of a barbarianwarrior ând beautiful pries- 
tess want to spend their time solving 
mathematical conundrums? 

What we have seen 50 far, then, is that com 
puter games can make a reasonable stab at 
reproduecing the atmosphere of role-playing, 
but as yet have fallen rather short, The main 
problems are lack of memory, the inability of 
the computer to hold a conversation with the 
player, and designers who try to write 'role-play- 
ing' games without seeming to have much 
understanding of what role-playing is all about. 

With the advent of more powerful machines 
and disc drives (256K Spectrum?) we can hope 
for considerable improvements: bigger games, 
more text and pictures, and multi-player 
facilities, In the meantime, game designers 
should bear in mind that, if they want to pro- 
duce role-playing games, they should go for 
atmosphere — good stories and/or good 
graphics — rather than worry about compli- 
cated mechanics. | 

haven't said anything so far about 
computer-moderated play-by-mail 
games or BRITISH TELECOM'5 Multi-Liser 
ungeon. Obviausly such games, being run on 
far more powerful computers, come much 
closer to the ideal. However, they can prove 
extremely expensive, and you are obliged to 
play with anyone else that the game company 
happens to admitto the game, Personalhy such 
things don't appeal, but you'll be able to make 
up your own minds by following Brendan 
Kavanagh's new column. 

What | willmention, however, is Mike Sing- 
leton's new game, Dark Sceptre. When | spoke 
to Mike he was quite adamant that role-playing 
didn't interest him and that what he tried to 
write was strategy games in a fantasy setting, 
Nevertheless (and bearing in mind that the 
game wasn'tHinished when | wrote this so | 
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haven't actually seen it working) Dark Sceptre 
does seem to have a lot of promise. 

Firstly Mike has tackled the interaction prob- 
lam by offering a play-by-mail (and Microdrive) 
version of the game. Whergas the solo game 
has one team of-characters controlled by you 
and seven controlled by the computer, in the 
FBM version each team will be a separate 
player, There is also a nice feature from the 


CTN 


story-telling point of view: when you get your 
Microdrive cartridge back at the end of a turn 
vou can set the game up and see that turn's 
events played out on the screen. You lleven be 
able to pet the computer tó make a guess aí 





OF 
THE 





how the story continues, based on what it 
knows of your intentions and those of other 
players intentions. Finally, Mike assures me that 
gach character in the game has personality 
traits (aggressiveness, greed, and so on) which 
can affect the game play and can be changed 
by events in the game. Considering that Mike 
didn't set out to produce a computerised 
rolegame, it is ironic that he may well have 
come closest yet to succesding. 

inally, what about this question as to 
* whether role-playing games are Adver- 
| tures or Strategy Games, and therefore 
whether they belong in Derek's column or 
Sean's? Personally | think the argument is silly, 
Games which require brain instead of a steady 
joystick hand get poor enough treatment from 
magazines as it is without making matters 
worse by fighting amongst themselves, but 
there is a division, and it is one that exists within 
role-plaving itself, 

The people who invented role-playing, Gary 
Gygax and Dave Arneson, are keen wargam- 
ers. So are many of the people who now run 
role-playing companies: Bryan Ansell ot 
GAMES WORKSHOP, for example: And, of course, 
there ate many wargamers who also role-play. 
Some of these people prefer to ignore the 
actual role-playing element entirely and treat 
the whole thing as a wargame with an incredibly 
complex set.of rules. At the opposite extreme 
some role-players advocate doing away with 
rules altogether, relying instead on the Games- 
Master 5 judgement. Most people fall some- 
where in the middle, and depending on which 
side of the mid point they fall they will tend to 
see role-playing as closer to either Adventures 
or Strategy Games, 

There is no simple categorisation... 


A THRILLING TWO-PLAYER ADVENTURE FROM THE MASTERS OF FIGHTING FANTASY 
STEVE JACKSON & IAN LIVINGSTONE 
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DO YOU DARE TAKE UP THE CHALLENGE! q 
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Yet another unduiy shrunken episode in the unending 
| saga of Frontline starts here folks. With the limitations 
on page space, Im afraid that there is no room for the 
Forum. However, after a tremendous response to Peter 
Shields' letter last month (the one that suggested 
Rosetta and | go and join the four million), the benign 
and ever jolly Graeme has promised to allocate some 
extra letters space next issue. Keep your fingers cros- 

sed. 
| This is of course that time of year when effort is 
| directed towards putting last minute touches to 








software in time for The Show, panic sets in and 
software houses set up shop in Olympia at the PCW 
Show. I'm looking forward to this year's event. More 
and more, software developers are considering the 
way the American software market is progressing and 
introducing more strategic overtones to their games. 
No doubt the time will come when it will be very difficult 
to “pigeon-hole' a game. Until that day, it should be 
interesting to watch the face of software gradually 
change. Go along and enjoy yourselves. 











MISSION OMEGA 


| Producer: Mind Games 
Retail Price: £9,95 


Latest in the Argus Press Software Mind 
Games range is Mission Omega, an 
arcade strategy game with some 
interesting aspects. The plot goes 
like this. You are Captain Allen of 
the Windwraith, a mining vessel of 
the United States of Europe. Your 
ship has just survived a perilous 
mining mission, but fate is set to 
deal another blow. Ar unknown 
object with the mass of a small 
moon has entered the solar sys- 


tem with a velocity just less than | 


the speed of light itself and a 
trajectory taking it ever closer to 
Earth. Attempts to contact it have 


failed and, out of fear, Earth's politi- 
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cians have decided it must be 
deactivated. Windwraith is the 
onhy ship capable of reaching it in 
time. 

In fact you have one hour real 
time. After forty five minutes, the 
object (codenamed Omega) 
launchas a missile towards Earth, 
Fifteen minutes later, it reaches its 
destination. Inside that hour, 


Omega's four reactors must be | 
shut down and you must escape, | 


thereby making the artefact safe. 
The fully icon driven 


centres on the exploration of the | | 
vessel hurtling towards Earth. You | 
need to construct several robots in 
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order to start exploring, and up to 


eight may be built, each with a | 


base, weapon, sensor and power 
pack. The number and type of 
robots are limited by the amount of 
resources carried by the mining 
craft. Several types of each of the 
four robotic components are avail- 
able, making the actual choice of 
machines quite varied, 

Robot bases may be anti-grav- 
ty tracked, | d or sphere 
Wenporia include small and iargs 

ns include sma O large 
lasers, particie beam weapons 
and missiles. Sensors offer the 
Choice of visual, audio or infra-red 
while power packs consist of two 
types of battery or a small nuclaar 
reactor. The combinations may be 


limited by the fact that certain 


items. need more power than 


others and each chassis can only | 


support so many kilograms' mass. 





times 


The computer will not allow robots 
that do not conform to the restric= 
tions of their components to be 
assembled. However, seeing as 
they have to be built in real time, 
there is little room for error. 

Únce your robots have been 
built and named, 
in, This may take place in one 
of three ways. first, and most 
obvious of these is by manual con- 
trol Of each robot one at a time. 
However, robots may be allowed 
to progress on automatic (though 
this is only possible for a short 
period of time) or may be program- 
med for a limited number of mbves 
(and this was one option that did 
not seem to work). 
under your control, its progress is 
displayed on an animated display 
to the left of the screen. To the right 
is a real time clock, status disp y 
for the droid, damage and energy 





exploration may 


enadroidis | 


displays, control options (manual, 
auto and programmed) and an 
icon to select the next droid for 


the Quit and Map options are pro- 
part of Omega e: 


sage window, used for communt- 
cations with droids. 

Robot power packs gradually 
run down and eventually laave 
droids immobile, but a drained 
pack recharges if the droid Is left 
alone for a while. More imporntanthy, 
| a is equipped with its own 
defence droids which are inevita- 
by encountered from time to time. 
When they are, it's useful to have a 
| droid with a powerful weapon and 
an accurate sensor unit! 

In fact a séries of keys are 
required to allow access to eachof 
| the reactors. Keys are relatively 
| easy to find. Reactors have to be 
found, identified and deactivated. 
Even then there are a lot of um- 
answered questions. How does 
the teleport work? (| can use them 
but not necessarily control them.) 
What is the purpose of the 
switches set sporadically across 
the complex and do they have any- 
thing to do with the seen 
invulnerable force fields? |s there 
anywhere where new sources of 
raw materials to build replacement 
droids can be found? 

What argus have managed to 
create here is an 
difficult but colourful and enjoy- 
able hybnd 
appeal equally to strategy and 
arcade fans. It isn't the best of its 
kind by any means but the 
chances are, you won't give up 
until mt's eia en completed. 
The worst part of the game is the 
instruction inlay. H's a total waste 


itself (at one point saying Omega 
has to be destroyed, + fi, Ser just 


| what. There is also no waming 
about the fact that the game is not 
Interface 1 compatible. from 
the dreadful instructions, and the 
rather steep price, the game really 
is worth taking a closer look at. 

Now, | wonder how I'm going to 
disable those force fields. 


PRESENTATION 81% 


Good screen layout and choice of 
colour 


RULES 36% 


"Once you figure them out, they're 
| fine. Shoddily left out of the pac- 
kage for some reason 


PLAYABILITY 75% 

Not easy, | admit. Looking after all 
those droids can be quite a 
headache 


GRAPHICS 79% 

Some good animation and a pleas- 
ing display 

AUTHENTICITY N/A 
OPPONENT 86% 

Most formidable 

| VALUE FOR MONEY 72% 

| Atlgast a pound over the odds 


OVERALL 75% 


the cash 





control, At the top of the screen 


the base of the screen is a mes- 


interesting, | 


of time. Apart from contradictina | rewards are to be gained in later 


| months once ores have been dis- 


deactivated), it doesn't even men- | covered and become serious min- 


tion which keys are needed to do | 


A good challenge if you can spare 





PLANETOPOLY 


| Producer: Celerysoft 
vidad — the map only showing the | 
xplorad so far At | 


Retail Price: £2.00 
Author: J Sharp 


This is a pure text game for two to | 


four players from a company that 
goes by the extraordinary name of 
Colorysoft. The game is neatly but 
sparsely packaged with à monoe- 


hrome inlay instructions and a | 
recipe for bralsed pigeon with cel- | 
ery ... er yes, thankyou VERY 
much. Just what | needed. Really! | 

Ah, but the game — what of | 


that? Weil, as there was no solitaire 
option, [had to pit my wits against 
— you quessed it... me. And sure 
enough, twas a mighty challenge 
(brain the size of a planet and all 
that). After selecting the number of 
players, each player names his or 
her homeworid, Order of play then 
progresses  sequentialy sach 
player taking all the actions for a 
turn before the next. 

There are various choices open 
to a player presented on a menu, 
Certain choices may lead to a sec- 
ond menu for elaboration. Initial 
choices allow a player to review 
status, access unia, trading, 

nt or military options, 


| check how much money has been | 
| spent (and where), and end the 


turn. 


The status screen displays the 


dame that should | planet's name, cash 


reserve, 
population, & popul y factor and 
a strength factor. mining 
screen gives you the initial option 
of carrying out a scientific analysis 
of the planet's surface. This costs 
20,000 credits (your bank balance 


| always starts at the 50,000 credit 


mark) which is quite a chunk, but 


ing propositions. Ônce mines are 
open (normalky two minerals can 


| be discovered on each planet, 


money may be spent on actuaily 
extracting them for sale on the 
trading screen. 

Trading is the next section on the 
menu and like mining, selecting 
this option leads to a sub-menu. 
The most advisable thing to do first 

is to check on the sale prices for 
various minerais. k may be that 
mining certain ores will not be 
profitable, depending on the state 
ofthe market. After viewing prices, 
you may wish to sell some of the 
Dres you have processed. If this is 
the case, yet another sub-menu 
opens up alowing you to sell any 
proportion of ary poda to the Inter- 
galactic Federation. Ores can 
never be sold to other players. 

The government option is most 
Eid Typicalhy, selection of this 


“option prompts the arrival of 


another sub-menu but the options 
therein are not what you might 
expect. This is primarily à spend- 
ing screen. Money can be invested 
in housing, transport or buying 


"imports (lhe nature of these. 


remains unspecified). The o 


sd 
other option on this screen is m | 


ification of the tax rate. This leads 
to vet another menuette displaying 
the current level of tax and popula- 


tion. Tax may be raised orlowered: | 


obviously the taxation rate affects 
the amount you have to spend 
Bach year. However, to offset the 
advantages of a high tax rate, the 








rate is inversely proportional to tha 
Pesar level, Abalance must be 


The military option gives you the 
choice of either spending money 
on defence or going to war with a 
netghbour, There is no choice for 
those who want to form alliances. 
Belligerent races may only engage 
each other on an individual level. 
This limits players' choices. Only 
gd pacts are feasi- 

B. 

Another option provides a sum- 
mary of progress made by the 

layer this turn, and details expen- 
diture. At the bottom of the main 
menu screen les another menu 


catering for loading and saving | 


games, quitting the entire game or 
moving play on to the next month. 


The chametor oot jo Fodolnad | a TON DO: 
1 [1] 


and is the onky presentation fea- 
tura in the game. My real moan 


- with Planetopolyis notthatitlacks | 
| aone player version (although con- 
sidering the simplicity of the game, 
one should have been included), 





| this cassett 


but the lack of otica available. 
Apparenthy an improved version of 
the Ee gene has been prepared for 
- | can see no logical 
reason for not adding some of 
these details to this game. It hardhy 
packs out the memory. 
às l've already stated, interest 
could have been increased by 
active alliegances. There is more 
to government spending than 
transport and housing. There 
could have been more atmos- 
pheric background in terms of this 
anonymous federation. Whatever, 
there isn't enough in this game to 
keep me interested for more than a 
few games. Reasonable is about 
the best co dl pr lu | can give to 
ul of missed oppor- 
tuniíties, 


Very basic — thanks for the recipe 
though 

RULES 56% 

Competent and adequately 
explained system 
PLAYABILITY 78% 

Very easy to get into. Could have 
been better idiot proofed (un- 
wanted text input can crash the 
gama) 

GRAPHICS N/A 
AUTHENTICITY 43% 

Tão simplistic to be anything more 
than a game Of “guess the 
algorithm” 

OPPONENT N/A 

VALUE FOR MONEY 50% 
Debatable. At least it's cheap 


OVERALL 48% 


The game flawed in as 
much as it could have offered so 


+ | much more 
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The Graphic Adventure Creator às 
a sophisticated adventure writ- 
ng package that arrives on a 
single cassette. Adventures 
written with the package 
include multiple commands in a 
single input, advanced 
graphics, full word recognition 
and a host of other features 
intended to make this the state- 
of-the-art adventure writing util- 


The packaging is very neat, 
GáCO comes m a large format 
cassette holder complete with a 
glossy manual. The printing isn4 
remarkable but the manual exp- 
lains every detail of the utility 
with care and precision — some- 
times with | accompanying 
graphics where itis thought they 
may help. Loading is achieved 
easily thanks to use of fast load- 
ng techniques and the user is 
presented with a tille/credit 
screen followed by a menu 
page, GAC itself leaves approxi- 
mately 23K free for your adven- 
ture once it resides in memory, 
but larger adventures could be 
created with multiple Ipading 
techniques — this should mean 
that the adventure can be as big 
as the author desires. Complete 
adventures runindependentiy of 
the utility. 

To give you an idea ofjustwhat 
this package is capable of, INCEN- 
TNE include a couple of mini 


adventures with the package. 


One is a pure text offering, the 
other uses graphics. If the full 


solution to an example adven- 
ture |5 Known, the enlire game 
may be played in one input. The 
result is like a short story, 
punctuated with a series of com- 
mands and it forms an impres- 
sive demonstration of GAC's 
power There is also a Quickstart 
file which loads a group of com- 
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mornverbs, conditions and other 
details to allow rapid creation of 
small games or time to be saved 
when | commencing larger 
works. 

As the graphics capability is 
the most obviousiy powerful 
aspect of the utility, let's begin 
with a look at the graphics crea- 
ton routines . .. Às with any util- 
ity of this type, the more com- 
plex the graphics, the less mem» 
ory is available for the rest oí the 
adventure. While this might 
suggest the need for simplistic 
graphics, INCENTIVE have made 
sure that the adventure writer 
has the opportunity to make up 
complex images should they be 
required. Block or line graphics 
may be implemented with case, 
and a host of devices have been 
included to make the process as 
paínless as possible. 

Four pure colours may be 
used in an illustration, though 
these may be stippled in any 
combination to give the eflect of 
up to ten colours and textures 
on screen. Bright and flash 
options are aiso provided, 

The top two thirds of the 


graphic creation screen is sur- | 


rounded by the frame in which 
the image is created. Below this, 
the pen and paper symbol are 
permanentiy displayed along 
with the border colour. The pen 
rests on the paper during the 
drawing process for clarity dur- 
ing picture creation. Untortu- 


nately the options menu is not 
displaved (as it is on the 
Amstrad version of GAC) which 
means serious study of the man- 
ual is required until the com- 
mands become second nature. 
This is my only gripe. 

The drawing routines 
supplicd cater for all needs. 


Elipses, Dots, Boxes, Fill and 
Shade, slow and fast drawing, 
picture mergina, and picture or 
stage deletion are all included 
along with a picture scan that 
allows analysis and alteration of 
any stage in the creation, An 
attribute grid showing possible 
problems due to the Spectrum's 


colour limitations is also availa- 
ble as a screen overlay. 

The merging facility is very 
important from à memory sav- 
ing angle. H a picture is drawn 
and then has a frame decoration 
added (previously drawn as a 
separate picture), only three 
bytes are used, This cuts down 
tremendously on memory used 
Hrepetitive pictures are used, 

Most of the features work 
smoothly but the exception to 
this neatness is the Fill com- 
mand. This isn't perfect and an 


optimum position within the 


area to be filled needs to be 
found. Even then, inan awkward 
shape, a gap may be left. This 
can be rectified by implement- 
ing Filla second time from a bet- 
ter position and the final result 
will ba no different from that 
achieved with a more capable 
command routine. However, the 
finished picture takes up more 
memory This is arguably offset 
by the fact that this Fill com- 
mand takes up very littte mem- 
ory itself and is particulary fast. 
On the final picture, it makes no 
real difference anyway. 

The ability to look back or 
delete back either a single step 
orawhole picture makes correc- 
tion and modification of pictures 
very simple indeed. The eflect of 
open or closed doors is just one 


example of how these features 
cater for the kind of conditions 
often required of graphics in 
adventures, Because it is possi- 
ble to change the ink during the 
course of a picture creation and 
then change it back again, when 
the whole picture is asked for in 


the adventure, a limited form of 
animation i8 possible. Things 
such as flashing lights, Howing 
water or other relatively small 
changes to detail to a picture 


can be attained with the 
minimum of effort. 

Upto 10,000 separate pictures 
can be held in a GAC game, 
though it's extremely unlikely 
that more than a fraction of this 
number would actually be used, 
Because of the way pictures are 
tied to locations it's possible to 
have small pictures created as 
inserts,  displaying recently 
acquired objects for instance, 
The potential for experimenta- 
tion is enormous. 

As is the case with most other 
adventure writers, GACÇ allows 
up to 255 words to be defined as 
part of the adventuring vocabul- 
ary às full word recognition is 
catered for in GAC, shortened 
versions of words (such as 
EXAM for EXAMINE) have to be 
created as synonyms by giving 
them the same numerical value 
in the vocabulary table, This 
does, however create the oppor- 
tunity for more diversity and flex- 
ibility. Qne aspect of GAC which 
is shghty unvusual is that unlike 
The Quil, words are stored 
alphabetically instaad of numer- 
ically. This means the vocabul- 
ary has  continuity but 





smonyms are harder to locate 
while editing. 

Up to 765 words can be used, 
255 each of nouns, verbs and 


1 5 


mar É É 


1 ts 
| 1) dh j 


a = 


adverbs. The section 'Adverbs' 
actually includes prepositions, 
so the label is an arbitrary rather 
than a linguistic one! However, 
this allows for detailed analysis 
of each line of player input and 
consequentiy, greater flexibility 
in terms of acceptable player 
response. 

The interpreter is the real gem 
in GAC. H you have ever wanted 
to create LevEL O Style adventures 
but have been held back by the 
limitations of The Quill or lack of 
programming ability then this is 
where GAC can solve your prob- 
tems. Commands are not limited 
to verb/noun input or single 
command per sentence input. 
Instead, a whole series of com- 
mands may be entered so long 
as the adventure author has 
taken full advantage of the very 
sophisticated parser Multiple 
commands may be punctuated 
by “AND”, 'THEN', ',"or'“,'inany 
fashion the author requires, 

“ITº recognition is also possi- 
ble if IT is made object number 


295. Fhis way it always refers to 


the last noun mentioned. This 
allows commands such as GET 
THE LAMP THEN LIGHT IT to be 
used. Às mentioned earlier, the 
best part about the parser is the 
fact that commands may be as 
long as the player likes. H an 
error is made part way through 
the command (such as trying to 


get an object that isn't there), 


the rest of the command is 
ignored, 

Another area where GáC 
excels is with the conditions. 
GAC uses High, Low and Local 


priority conditions to set up cer- 


tain events under particular cir- 
cumstances. GAC checks a High 


condition before the player has 


the opportunity to make an 
input. Checking whether a lamp 
is switched on can be made a 
High condition, which governs 
whether the player can see in a 
dark location. 

Local conditions are those 
that only apply in a particular 
room or situation. H vou left an 


airiock without a space suit for 
example and the author had 
taken full advantage of tha con- 
dition facilities, GACÇ would 
check for a spacesuit and kill 
you before you could do any- 
thing else. Low priority condi- 
tions are checked in the same 
way as local ones except that 
they are not confined to indi- 
vidual rooms. They might check 
that you were carrying an 
object, simply to ensure a mes- 
sage continued to appear. 

GAC has more flexibility than 
any other adventure writing util- 
ty | have seen because of the 
vast numbers of counters and 
markers it has, One obvious 
example of this flexibility is the 
ability to give objects weights 
and then allow a player to carry 
a maximum weight. This is far 
more desirable than just allow- 
ing a certain number of objects 
to be carried regardiess of how 
eia or miniscule they may 

e. 

Clever use of the 255 mes- 
sages allowed — breaking them 
down into commonty used seg- 
ments — saves memory and 
increases the apparent number 
of messages in the adventure. 
This technique is not exclusive 
to GAC but it is reassuring to see 
that such things are possiblo 
nevertheless. 

Editing any part of a GAC 
adventure is simplicity itself. 
Everything is well explained in 


the excellentiy written manual 


and alithe different parts of GAC 
are accessed from a main menu. 
The whole effort has been logi- 
cally devised, One great advan- 
tage is that you can do anything 
from the main menu — loading 
separate programs to add 
graphics is now something of 
the past. | 

Though the package sells at a 
price that can hardiy be called 
cheap, all things are relative. 
When you compare this to the 
competition both in terms of 
price and performance, It 
comes out way on top. Future, 
more powerful versions are 
planned (which may allow rede- 
finable character sets) but this 
should not put you df getting 
hold of a copy as soon as possi- 
ble, as any future version will be 
awhileofiyet. 

GAC has already set a new 
standard on other micros. INCEN- 
TE have learned from the odd 
shortcomings of earlier ver- 
sions, and Spectrum owners 
benefit from  modifications 
made in the light of INCENTIVE'S 
gartier experience, The 
response to this product should 
be extraordinary, Before rushing 
off to part with your money, take 
a peok at the News Pages in this 
issue, where there should be 
details of a money-saving ofier! 
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TECHNICOM SERVICES | CHILTERN COMPUTER CENTRE 








































Street, Farcet, | (South West) New adoress)| | 28/100 High Towm Road 
Peterborough PET 3DE Unit 5, Transom House, Victoria Luton, Badtonishiro 
= (0733) 241718 Street, Bristol E$1 GAH. E (0582) 455684 
| New, ow feed prices: Spectrum €17 Midrive || ErWinscombe (093 484) 3460 Spectrum repair 36.00. 3monthwarranty Fu 
| Ea, face E EIA, EX Printer EIB, pinciair repair specialists. Et? 50 + range 0! computer repairs, Inc peripherals. 
Allinc + PP E1.80 parts and P&P 3 months guarantee. Fast, rebiabie service. 


























| Unit 4, Leyland Close, Fison Ind 33 Albert Street 
Est, Thetford, Norfolk Mansfield, Notis Cardiff CE net 
E (0842) ; Mansfield (0623) 31202 | East Moo, 22) 461801 
rs to all Sinclair utêr products. 3 nedcharge repairs toallhomecomputers, disc || 
Ni months ey Fives, monitors and printers. | ri : co 8 se 
+ 


3 month guarantes, 






4 01-403 1998 






d month warranty on all repairs 







y Wiits. 50225 705017 
Repairs: Spectrum/Plus E 15.50, keyboard 


£8,30. Interface & Microdrive CITOO each, All 
tulhy inclusiva, Callers welcome, 






Crawiey, Sussex 
“ (0293) 26240/37842 
d manth warranty on ai repairs. 
Superior service. 











Fixed pricé pais - nd peripherais and 
is cdi computer Siore, 


Repair of mast computers and accessories. | 
Large range of software and peripherals, 



































M | NORTH DEVON MICRO centRE | BRR LUAR] 
(MeC) Lymion House, Castle St, | 
"Barmstapie, North Devon | AMAT COMPUTING LTD 
(0271) 44260 67 Friargate, Preston, Lancashire | 
turmaround. aee Spectrum repairs £19.95 Ing return P&P Fast | 





som? 6152 


Maintenance and regsair ot Computers. Monitor, 
Disc Drives and Printers 


Also BBC, COM, Amstrad 





| tumround, 3 month warranty. Phone for quote, 
| BBC. CBM 64. Amstrad. 








03 H.S. COMPUTER SERVICES 
aca (ore Sea Unit 2, The Orchani, Warton 










Repairs for all Sinclair Computer Products Lancashire PR4 1BÉ 
| Immediate quotation. 3 months warranty Sales. = 632586 
Repalis Bull Ring Cor puters sell hardware, sotivare, || Service. Repairs E 14.95 fully inc; 24 hrs tum-round, 3 
6H and 48K Spectrum | aecESsories, and do repairs. | month quarantes, 










Repair Centre 









Why pay more? 








Repairs on all Scliar products 


Sinclah range, inc. interface, 
2 month quarantes 


Mitrodrive, monitors. 3 month warranty. 
Free estimates. 













For details of advertising in this 
section, contact Nick Wild on 
(0584) 4603 or write to him at 

Newsfisid Publications, 
1/2 King Street, Ludiow, 
Shropshire, 578 1DB 





MIS 3JR 2: 061-224 1888 


| Spectrum repairs — between EO and 220. 4 
months warranty Open Sam-7pm, Mon-Sat, 
Wiule-u-walt sorvice. 














| Repairs to Sinclair, Commadore, BBC and and 


Repairs to all Sinclair computers, monitors, 
other make on request. Fros quote facihity. E 


trade repairs welcome, three months warranty. | 
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DOMARK SPLIT PERSONALITIES 


Domark ofigred a set of full-colour | 4PA; Spencer Cannon, Norwich 
screen dumps from their latest | Drive, BN2 4LL; S Sands, Tudor 
Ent, the CRASH Smashed Split Crescent, TN14 5OT; Adrain 
| onalities as the first prize in | Shaw, Saunders Lane, SO5t 0GP: 
this competition. As well as acquir- David Bone, Melrose Avenue, 


| BIGGLES TAKES TO THE AIR 


Way back in Issue 30 when Biggles 
fever was rife in the CRASH office 
and various Database Minions 
(Gary Sumpter for one) took to 
dressing up às their war-time hero, 







| Bond, Engineer's Flat, SE1 BXX; 

Elliot  Swindells,  Fitzhenry 
| Mews, NR5 9BH; David Youna, 
Barrards Way, HP9 2YZ; F A 
Beale, Hinton Close, DTI1 TAS; 


fe" t-shirt and a signed poster. 


or a Margaret Thatcher Pet 


caricacture of the popular politi- 
Cians. 


aranging Ronnie Reagan's face. | 
for far less. ...! 


TSHIRT AND POSTER 
WINNERS: 


Adam Hold, Hill Crest, AL1O BEZ; 
C McRobert, Martelo Avenue, 
BT1B ODH, Lee J Haywood, 
Wyvern Avenue, NG10O “AG; 
Robert Taylor, Cherry Crescent, 


N Wilson, Locke Lane, 570 10H; 
Derek B Russell, 


Place, ABS 9TE 


ing this colourtul prize, Brian Frost 
of Small Lane L39 4RD, who just 
so happens to be the winner, also 

ts to have a “Domarked for 


Ten runners-up win a Domark t- 
shirt and a signed poster and the 
next forty correct entries pulled 
| out of Graeme Kidd's Doc Marten 
boot will receive signed posters of 
the game Split Personalities. Al 
fifty one winners will aiso be 
| receiving either a Ronnie Reagan 
ate 
which squeeks and is a rubbery 


All these prizes tor simply re- 
know a lot of people who'd do that 


TWBS 8NN; Paul Shean, Beaufort 
Close, LN2 45F: Andrew Beevers, | 
Glebe Road, 564 8LD; Graham 
Parker, Hogarth Drive, NE38 PLA: | 


Rosemount 
Drive, EH5S2 ADE; D Ross, Croft 


NE31 24F; Steven d Wheller, Lon- 
Y-oed, CF31 SUA; Barry Gor- 
man, Ballygreen Drive, BT28 184; 
Simon ae The Glade, WN5 
BDJ; Steven Ellis, Wansbeck Rd, 
NE32 555; Sean Crees, Newlands 
Lane, PO19 SAX; Craig Dorrance, 
Wyndhurst Rd, B32 SJN; Wayne 
Haddock, Macdonald Close, E 
LD: Chris Topham, Cliff St, WF2 
ODW, Justin Davies, Oakridge 
Acres, SATO BDB; Andrew 
Nesdham, Cropston Ra, LE7 7BR; 
Matthew Richards, Powells Court, 
NP5 3DA; Joe Rebbeck, Highfield 
Rd, BDS 4HY; Kevin Bardon, High 
Street, YO6 7AE; Paul Robertson, 
Annan Avenue, G75 BXT; Alan 
Walton, Peel Close. BB2 3NG: 
Warren Berkley, Stack Lane, DA3 
BBEL; C Yau, Delancey Sreet, NW1 
7RX: Nick Wean, Mayvlands 
Avenue, PQS 85B; Lee Sefton, 
Denmark Rd, N& 0DZ: Richard 
Gaherty, Kippax Avenue, BA 
2TT; MA PA Morris, Rycroft, SL4 
4HQ; Charles Penning, Den- 
Maag. Netherlands; Daniell Ball, 


Copse tlose, SL7 2NY: David | 
| Wheeler, Berkley Rd, CVB tAQO; | 


Craig Spires, Cross Terrace, ENS 
300; Miguel Soaires, Rua Inacio 
De Sousa, Portugal; Jacob H 
christensen, Seabank Rd, IV12 
4EY, Phillip Jenkins, Birchgrove 
rd, CF4 1RS: Rober! Graham, 
Rotherwick Rd, NW71 7TDG: lan 
Hunter, Al Saints Close, CMI 










































MIRRORSOFT offered a whola range 
of goddies as the prizes to their 
Biggles Competition. 

No, the task was not to see how 
silly you could look by dressing up | 
in a taltered flying jacket and stick 
on handlebar moustache. If it had 
been, then Mr Sumpter would 
have won hands down! Oli drew a 
couple of piccies of Biggles, and 
you had to spot as many differ- 
ences as possible. The winner, 
Alister Robson from Kingston 
Upon Thames. wins a Biggtes 
Goody Bag ffom MIRRORSOFT 
which includes a copy of the 
game, a Biggles t-shirt, scart, 
badges, stickers and a signed 
photo of Niel Dickson who plays 
Captain Bigalesworth in the film. 

Twenty five runners up listed 
below each receive a copy of Big- 
| -gles and a T-shint 


| PaulGray, | Ed eware Close, B98 
BQG; Rich Anderson, Kin- 
| cora Avenue, BT4 3DW; Robert 


MJ Dunn, Carberry Rd, LS6 
100; Paul James, Leake Rd, 
NG11  OJN; Sean Smith, 
Bentham  Grammer School, 
Lances; William Black, Afton 
Drive Scotland, PA4 0XH; Simon 
Heasman, Li eld Road CR2 
9EF; Micheal very, Crag Side, 
| DH2 2TN: € Sanderson Queens- 
Way, WA16 ONN; Kevin Devine, 
Thomhill, Y011 3LY; Jayne 
Pritchard, Troubridge Rd, TA13 
8DH; Andrew Murray, Hawes 
Lane, BR4 9AA; Kevin Cawth- 
or, Pilgrims Way, PE11 1LJ; 
Robert Stokes, Robin Hood 
bt B28 0JX; Geoffrey Hills, 

Dersingham Ave, Ei2Z 5QE: 
Jason Ward, Luscombe Ter- 
race, EXT 9LY; Joe Guerrero, 
Linnet Drive, CM2 BAN: Richard 
Dewey, Rodger Rd, 513 TRH; Mr 
Les Lee, Ashley drive TW2 6HL; 
Simon Mossman, Marlowe Rd, 


Avenue, NN3 3LY 





THE SEWER — À game you should be seeing after Christmas, 
courtesy of the GENESIS BIRTH OF A GAME comp 





Ld4 3DQ; q Murrey, Taunton | (& 





SHT; Nick pts irao Maisis Ra, 
BD21 1EY; Sk er, Tre- 
aron, SY25 CN: Jim Gillon, 
roctor Way, Co6 1XE. Mark 
Hansgate, Moorside Terrace, 
BD11 1HX 














| SIGNED POSTER 
PEOPLE: 


Tim Carpenter, Mill Rise, HUTt4 
| SPU; D Overy, Peninsula Rd, S022 | 
pq 





Martin Lee won't be bathing in Fame until early next year — 
DESIGN DESIGN have gota heavy schedule atthe moment and 
had only reserved enough time to write one game for GENESIS 
before Christmas. Martin's arcade adventure should be on a 
Spectrum near you by Springtime, though... 


MORE GENESIS 
| RESULTS 


As you may have realised (if you 
| peeked at the News Input pages 

before vou got here) the je for 
| tha GE ESiS Bi Birth of a Game 
competition had a terribly difficult 
time of it. 

Apart from the two, yes two, 
winners, lan Bell of Leeds impre- 
ssed the judges with his Lemming 
game and Nigel Palmer of Nor- 
wich who game up with a com- 
| plete package on Headche were 
| worthy of a special mention, the 
| judges decided, These two fellows 
will soon be sent a collection of 
goodies from the coflers and 
storerooms OÍDOMARK and DESIGN 
| DEStGN as a token of the judges' 
respect! 

jatch out for a progress report, 
next munt! 
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Elisa ss 





The Comps Minion's life | not a 
happy one as you have probably 


thered. In the “Save À Minion | 


Pain” competition in issue 30, 

had to design à map of CRASH 
Towers tô help our put-upon Min- 
ion avoid the perils of Editorial, the 
Art department and all the terrors 
that lurk in between. A Powis of 
Harold Rd, Cuxton MEZ 1EE is the 
cartographical whizz who wins 


(823 | and will soon the proud owner of a 





Send your coupon to: CRASH ADVENTURE TRAIL, PO BOX 10, 
LUDLOW, SHROPSHIRE 5Y8 1DB 


CRASH HOTLINE WRITE IN COUPON 


TITLE 


Hologram made HOLOGRAFIX and a 
1987 Tolkein calendar. 

Fifty runners up each receive a 
copy of the new repackaged Hob- 
bitto play and enjoy attheir laisure. 


Bryn Pritchard, Penhalvean, 
TR16 6TO; Andrew Edwards, 
New Road PO2 TAS; M Adams, 
Poplar Avenue, Norfolk; Jared 
Smith, Wikon Bank, T512 1PD: 
Mark Sibson, Teall Court, WF5 
OPF; Jeffery Fuge, Dundridge 
Lane, B55 85SN; Stuart Whap- 
ples, Knox Lane HG 3AW; 
Matthew Gilbert, Julius Rd, BS7 
SEU; Paul Rosbotham, Elstead 
Grove, WN4 0RJ; Daniel Wat- 
kins, Meadow Rise DY12 1J5; 
David J Jackson, Landsmoor 
Drive, PR4 SPE; Shaun Hill, Fin- 
lay Close ME13 75H; Kevin Cur- 
tin, Elmgrove, [V1245N; K Jamil, 
Gladstone, NW2 BLA: Derek 
Jenkins, Fishguard Rd, CF4 
SPU; Thomas McDermott, Main 
St, Ireland; Alan Walton, Peel 
Close, BB2 3NG; Allan Price, 


My top five programs are: 





+ 


1 





BRAS: 





Cad 
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My top five favourite programs in descendiro order 





SAVING A MINION PAIN 


| VNams, Dane Grove, STiO 105; 







Calverley, LS13 1HF; Paul Wil- 
David Watero, Penglais Road, 


Rd, BB1 8DJ: David Gosnell, 
Sixty Ácres Rá, HP16 0PE; Tim 
Twelves, Averstone Street, 
SE115T85; AMinson, The Garden 
House, Sata SARAU; Richard 
Cross, London Rd, PO7 TAL; 
Neil Hibbs, Moor Lane, M230LY; 
Stephen Kelly, Wickdown Ave, 
Swindon; Sean Cooney, Galway | 
Rd Eires Jamie Orr, Humbia, 

EH36 SPN; Lee Prutton, Jubilee | 
Crescent, 'SG615 65B; Tim Dob- 
bin, Hall Lane, POZO BPZ; Dun- 
can Harvey, Mousshold Lane, 
NR7 BHL; Derek Connifte, Goats 
Town, lreland; Gareth Owen, 
Enniskesn, BT65 


Houghton, E 
Young, Hogarth Place, O0X14 
S5LR; Dave Martin, Esthwaite 
Grove, DL14 9LU; Gary Wedge, 
Newhall St, WS1T 1AD; lan King, 
Tipton, DY4 BBH; Brendan 
Davies, Maes Hyfryd, LL58 BEY; 
Antony Layzell, Lorton Avenue, 
CAi4 3JF; Steven Edwards, 
Portland Gardens, TRÍii 207: 
Alan Packard, Fulmas Rd, RM12 
Rai brabo er Lewis, Oakhill 
hris Beales, Limet- 
ne be cada NG14 7Dd; Kevin 
Willocks, Vicarage Rd, TW16 
TUB; Alex Na, Llanetian Rd LL29 
DUM; Stuart Lawson, Freelands 
Crescent, Glasgow G60 5DZ 


VOTE OUT OF TEN, 


Please use block capitais and write clearly! are. | 
REPETE es SA nie QUE] o RO DS, TITLE PRODUCER 
[Aiaroas umano ento coro sab ongiuç as pesnnRn nao bio | 

RR Te so fre Tor EO FRA o oi PRA Jo ROM SA JRR JOE DO A O TR O O O O RD O DO RS O O O O O RD A DL] 2 
PR ERea or ES AS RS aa 3 
| TSHIRTSIZE ......s ss. 4 


| Send your coupon to: CRASH HOTLINE, PO BOX 10, 
| LUDLOW, SHROPSHIRE sv8 1DB 
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London South East 


“Chips” Direct Data Ltd, 53 
Road, Worihing, Sussex BNIL SN. 
HS SCA 





Ruphy 


Ultima, Unit 28, White Lion Walk, 
Guildiord, Surrey. H5 SCA 


Suburbia, 268 Streatheld Road, Kenton, 
Middtesex HAI 9BY, HS SCA 


Common, É The Blacksmiths, Radnage 
ad combe, Bucks HPIA 
4DH. HS SA 


Software Plus, sr ih 


ing Mail, 
East Sa, Basildon, Essex; 3: 
Southend 


Chartwell 
Square, , Essex: 72 North 
Street, Romford, Essex; 2 Matthews 
“St, Ipswich. Suffolk: Boulevards, E 
que tre, Bedford, Beds; 49 H 

tréct, “Gillingham, Kent. 


Software City, 47 Ed Street, New- 
bury, Berks, LG 14 5BX S SCA 


Sough Computers, 245 High Streel, 
Slough, Berks SLI IBN. 21594. 
HS 


Shekhana Computer Services, 221 Tot- 
tenham Court Road, London WIR 
SAFE 01-800 3156. HS SCA 


Saga Systems Ltd, 2 Eve Road, Wokin 
Surrey GU ar. HS 5 


Readers Dream, Ma Harlington Road 
West, Feltham, Middx. E sa A 


Barry Paul, Leather Lané Music Shop, 
67 Leather Lane, London EC1. E 01- 
405 1270, S SCA 


Úlctopus Software, Unit 31, In-Shops, 
High Road, Wealdstone, Middlesex, 
HS SCA 


The Micro Workshop, 12 Station 
És Epsom, Surrey KTI9 SES, 
el, Epsom 21533. HS SCA 
ter Centre, 17 Saple 

ssex, CMIR ILHA, 
H5 SCA 


JKL Computers, 7 Winsor pes 
Uxbridge, Middx UBS LAB, HS SCA 


Games World, 129 Kimg Street, Ham- 
mersmith, London W6 o. E (1-741 
467: 8 SECA 


Gallery Software, Ist Roor, ie The 
Amdale Centre, Wandsworth, London 
SWIB. HS SCA 


M. D. Cooper, Computer Software and 
Retail Sales, 63 High Street, Rerapetos, 


Beds. TE 0234 652017. HS : 


Canvey Software, dean Arcade, 
Roman Road, London E HS SCA 


Canvey Software, cai ga nem 
Street, Canvey Island, Essex, HS 


Harlow Com 
Tye, Harlow, 


fam pesa À Photogra pras 
37 Mile End Road, Colchester, Egied 
E 0206 851030 


Bracknell Comiiniire: d4 The de 
way, Bracknell, Berks, RGIZ 146, 
H5 SCA 


Nimbus. Computing, 6 Station Road, 
West Wickham, Kent. E a 3160. 


Discount Software, 120 Lord Street, 
Hoddesdon, Herts ENTIANP. HS SCA 


Logic Sales Ltd, 19 The Broadway, The 
Bourne, Southgate, London Nid. E 01- 
EB? 4942, HS SC 


Virgin Games Centre, 100 Oxford 
Street, London WIN 9FB. E 01-637 
7911 


Virgin Games Centre, 1597-161 Western 
Road, Brighton BN! 2BB. E 0273 
725313 


in Games Centre, co Burtons, 1H 
144 igh St, Bromley, Kent. E 4606895 


“Avenue, Dorchester, Dorset, 











Virgin Games Centre, Top Man, Oxford 
Circus, 172 Oxford Street, London Wi. 
& 01927 7826. 


orith Vrest 





Stewat Eleotinnios, ESHnEs MG 
Ashton-under- Lyne, Lances. E (41-330 
504, HS SCA 


PV. Microcamputers, 104 Abbey 
Street, Accrington, Lancs. HS SC 


MeSoft, Unit d6, Moorgare Indoor Mar- 
ket, Moorgate, 'Ormskirk, Lancashire, 
HS SCA 


Mach II, Langam's, St Cicorges Pre- 
cinct, Preston. SCA 
Lancashire pe 89 Euston Road. 
Morecambe, HS SCA 


ter World (UK) Ltd, MK Chor- 
Id Road, Bolton, Lancs BLI 3BG., 
HS SCA 


Cc 


Book Bargains, 31 51 Andrew's Road 
South, St Annes, Lances, 5 SCA 


AM, Discount Software, 12 
Marlborough Street, Ashton-u-Lyne, 
Lancs OLTOHA. e 061- 3302176. 5 5 


Bin Byte ir, sobe 144 Wition Street, 
Norhwich, Cheshire CNS ENG HS 


City Pote 66 Lime Street, Liver- 
pool Li 1 $ SCA 
Computer oa Shop, 3 Re Oak 


Buildings, Waterloo Road, Blackpool 
FYrá ção E (1253 48738. E SA 
isatiom plc, 


The Littlewoods O 
Church Street, Liverpool LHOHIAO (am ÃO Gand 
selected stores), A 


H & B Software, Uni 19), Upper 
Rochdale Market, Armdale Centre, 
Manchester M4 EB. g SCA 


H & D Services, 1338 Ashton Old Road, 

ger Openshaw, Manchester Mil 

Hs, 5 SCA 

H. W. Luxton, 236 Smithdoam Road, 

Liverpool 115 SAH. E 051733 1135. 
E 





south South West 
Keshe Kuts, 77 East Street. South- 


ampton. 3 SCA 


Computerbaso Co, 2] Market Ave, 
a entre, Plymouth PLLIPG. mus? 
HS SCA 


e Business Systems Ltd, 6 Sta- 
tion Road, New Milton, Hants BH25 
&JU. HS SCA 


Gerard's Software-at Corsham D.l.Y. 
Centre, 8 The Precinct, Corsham, Wilts 
SNIS0AS. 80249 712650. HE SCA 

Montage, & Holyrood Street, Chard, 
Somerset TAZO2AH. 5 se 


Manor Park Enterprises, &2 Mellstock 
HS SCA 


K & K Computers, 32 Alired Street, 


Weston-s-Mare, Avon, EN SI93. 
HS SCA 


Kintech Computers, St Tudy, Bodmin, 
Comwall INH, HS SCA 
Judya Records & Computer Software, 
Unit 29, Exmouth Indoor Market, 
Exmouth, Devon, E Exmouth 254594. 

8 SCA 
Fal-Soft Computers, & SM Georges 
Arcade, Falmouth, Comwall. HS SA 
Crames Inc, 9 Frankior Gate, 
Plymouth, Devon, PLIIOA, 5 SCA 
The Fusc Box, 67 Sidwell Streel, Exeter, 
ei HS SCA 

ter Services, 9 The Green, Credi- 

ng evon EXIT 3LH. 5 SC 
Virgin Games Centre, 18 Merchant 
Street, Bristol BS13ET. 0272294779. 
Virgin Games Centre, 1053-105 Armada 
Way, Plymouth. Er 075 2262817, 


MM islhanes 


so a Ltd, 5 George Strect, Ban- 
zon OXIS9YT. = 0245 68021] 
H5 SCA 


Home o Computers Ltd, 17 Union St, 
Horel HS SCA 
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Fast Forward, 29 Smith Street, War: 
wick. Warwickshire, HS ECA 


Fast Forward, 39 Parsons Street, Ban: 
bury, Oxon. HS SCA 


ComputaCenta, 17 Campbell Street, 
Belper, Derhy DES LAP, HS SCA 


D.1.5: Micros (Mail Order), 28 High St, 
Harrington, Northants NING GNU. 


Gordon Harwood Computers, BT 
High Street, Alfreton, Derby DES DP. 
HS SCA 


Northampton Home Computer Centre, 
S&a Wellinghoróugh Rd, Northampton. 
H5 SCA 


The Software Centre, 1 Lock posa 
Derby. ECA 
Allen James Computers, R$1 Stratford 


Road, Sparkhill, pç Bil 
DA, a or 7785737. HS ECA 


Comtazia, MM es Si, gica ada West 
Midlands DYI 100 


Bull Ring Compute Ltd, | Waterloo 
Pt ndgnorth, Shropshire WV16 
HS SCA 


es : B Computer Software, 6 Waterloo 
Road, Hinckley, Leites, HS SCA 


Computer rp 27 Coosegate, Not- 
tingham. 73 586454 HS SCA 


Honevsett Computers Lid, 17 Umom St, 
Herctord HRI ZBT. HS SCA 


Intoto, | Heathcoat Strect, Hockler, 
Nottingham NGI3AF. HS SCA 


Long Eaton Software Centre, 91 Col- 
lege Stréet, Long Eaton, Nottingham 
NOTO AGE. HS SEA 


Microware, 5St Peter's Lane, Leicester. 
Also at Venture House, 7 Leicester Rd. 
Loughborough, and Fords, 191/195 Vic 
torta Centre, Lower Parliament St, Nút- 
tingham. HS SCA 


Virgin CGrames Centre, 98 Corporation 
Street, Birmingham Bá 65X. E 0121-236 
1577 


Morth East 





VU. &. Sottware Exchange Club. SAE to 
15 Tunwell Creave, Shefhietd 55 9GB 
8 56 


Treasure Chest, 22) Beveriey Road, 
Hull; N. Humberside HUS LAH. 
5 SCA 


Tomorrow's World, 15 Paragon Street, 
Hull, N. Humbersde HUI 3NA 


SCA 


Thirsk Home Computer Centre, Royal 
Oak Yard, Market Place, Thirsk, N 
Yorkshire Y07 1HOQ. 0845 "e 6a 


System 7 Electronics, 664 Anla Ze 
Rd, Hull, N, Humberside HUSGUZ 
(487 S0RGS7 


A & AC Stobbs (Computer Rm = 
40 Upper Precinct, Blaydon-on-Tyne, 
Tyne & Wear NEZ1 SBT, E 09144: 107 
HS SCA 


Stockton Software Ltd, 14 West Row, 
Stockton-on-Tees, Cleveland TSE 
IBT. E (4542 606166. H5 SCA 


Starsoft, 2c Walnut Road, Thorme, Don- 
caster, 5. Torks DNS 4HW. E (H05 
ETERNA, 5 SCA 


P.E,á.K. Electronics. 222 York Road, 
Hartigpooi, Cleveland. HS SCA 


Microtron, 9 Gillygate, Pontefract, W, 
Yorkshire. HS SG 


Microbyte Sofiware Shop, 36 County 
Arcade, Lecds LS] 68H. and 194 Lower 
Warrengate, Wakefietd, W, Torks. 

5 


MarChff Computers, 43 Mockton Road, 
Sunderiand SRI INR, E Sunderland 
TB9ZS, HS ECA 


David Llewellyn, 24 Winchester Close, 
Great Lumley, Chester-le-Street, Co. 
Durham, ss 


Ken Green (News & Computer 
Software), 26 Fowler St, South Shuelds, 
Tyne & Wear. HS SCA 


Datamate Ltd, * Delaval Terr, Blv 
Northumberand NE2ZM 1DL. E atá Bat 
HS SCA k 





The Computer Shóp, 7 High Friars, 
Eldon Square, Newcastle upóm Tyne 
NEI TXG. 0912616260. HS SCA 


The Computer Shop, 224 High street, 
Northallerton, N. Works DLTELU. 
H5 SCA 


C.H.LP.S. Computer Mód 1541-153 
tes 


Linthorpe | Road, brou, 
Cleveland TS1 4ÃG. Ha SER 


Virgin Games Centre, 94-96 The Brig- 
gate, Leeds LS1 6BR. E (1532 432606. 


Topsoft, Computer. Software, 3 
Hambletonian Yard, Stockton- -om-Tees, 
Cleveland, HS SCA 


East Angplia 


Sudbury, Micro Systems, 64 North 
Street, Sudbury, Sutfolk. HS SA 


Logic Sales Ltd, 6 Midgate, Peter- 
borough Ea LT, dr 0733 496965. 
HS SCA 





Micro Phone, 14 Plowright Place, Swal- 
fham, Norfolk, and Aldiss Furnishing 
Centre, Norwich Rd, Fakenham, Nor- 
folk. H5 SCA 


Mag, died np Ardney Rise, Nor» 
wich H5 SCA 


Camelot Software, Cae Y om, Caer- 
parvon, Crvyneda LLS5S 2LE ss 


Combran Computer Conti; 4d Ven- 
imór Road, Old Cwmbran, Gwent, 
HS SCA 


R. M. Ehrengéller, Sounds CGrood, | 
Middleton Street, Llandrndod Wells, 


Pomys. 5 SCA 
1.0.6, Software, 23 The Courtyard, 
Riversido Market,  Haverfordwest, 
Dyted. 87 0437 2543, HS SCA 


Merthyr Computer Centre, 110 High 
Street, Merthyr Tydfil, Mid grego 
EE D6AS 82230, HS 





mearth: ÇA 


James Clark, 6 Bridge Street, Dun- 
fermline, Fife. 5 SCA 


The Computer De 
Street, Glasgow 


t, 205 Buchanan 
1 UZ. E (41-33 
H5 SCA 


ter Centre, 5. Meal- 
nverness IVI IHT. EB 
HS SCA 


Inverness Com 
market Close, 
22BMls, 


The Micro Shop, 257 Dumbarton Road, 
Partick, Glasgow Gl 648, % 041-334 
6i6a. HS SC 


Mobile Micros (Marketing) Ltd, 1 East 
Back Street, Bishoprull, Elgin, Moray, 
HS SCA 


Soft Centre, 2 Bruntsheld Place, Edin- 
burgh EHLO4HN. 5 SCA 


Software Connection, Argyle Centre 
ep La Arpyle Centre, e : 
AU. 


e Independent Computer Supplies, 
aus Sonth Street, Perth PH2 BPD: 
TEOTAS 36704, 


Virgin Games Centre, 172 Union Street, 
Aberdeen ABI 1OT. E 0224 64585] 


Vmgm Games Centre, 28-32 Union 
Street, Glasgow GL 30X, E (MI-2M 
ORG. 


Irel a 





Charly's Computer Corner, Clareab- 
bev, Clarecastle, Co. Clare, E 5 
2086, 5 


Darryn Reid, Leisure World, Romanos 
Building, 6 Queen Street, Belfast, N. 
Ireland. HS SCA 






Abrosad 


Computer Studio, Kosancicev Venac 
Ia, 100) Beograd, Yugoslavia, 8 SCA 


| 





Pa 











This year's Personal Computer World Show, 
held during the first week of September, is 
going to be bursting at the seams with new 
games for the Spectrum. Several new games 
labels are being launched at the show as well 
as just games, and the hallis are likely to be 
more packed than ever. This month, we have 
expanded the Preview sectionto bringyouas 
much news as we can about the goodies that 


will be on offer durin 


the PCW Show — the 


Event of the Year in the games world... 


it's simply impossible to fit all the news 
about the new Spectrum products that 
should be making an appearance at tha 
PCN Show into the amount of space we 
have available, With luck, you should be 
reading this in time to try to make plansto 
pay a personal visit to Olympia to ses every- 
thang for yoursel— it's going to be an excit- 
iba Jays. Interesting things are going to 

DOMARIK, for mstance, plan to launch Tn- 
via! Pursuit on their stand at the show, and 





they have 500 copies, and only 500 copies, 
Tevi game for Ro fia 
re going to give one away free, 
selithe next one for 2p, the one after that for 
dpand so gn, untilthe 500th customer pays 
E jand' stdl saves the greater part of a 
ver.) 
BEYOND are planning to announce Siar 
Trek, the official Kirk and Spock game, and 


they've built their whole stand to resemble 


GREMLIN GO TO TOWN 


if you liked The Way of the Tiger, why not 
have a peek at the sequel, GREMUN 
GRAPHICS Avenger, due for release in Sep- 
tember. The basic plot is this; The god 
ii sds Pa 
Yaeman. This wouldn't be so bad but the 
fact is, if he doesn't get them back he will 
die. No wonder he's not very ! 

So, its your job to get them back by 
prt the castle where they're hidden 
hd kiling your three main opponents one 
Of whom is the thiet, Yaeman. Before tha 
big fights, there are lesser nasties to 
destroy, puzzles to solve and various lems 
to find. And, of course, there's the dreaded 
cavem monster that must be killed, The 
monsters blood, which | poisonous, is 
very important because it can be used to 


kill the castle guards and Yaeman himself. 
The trouble is, it can also poison the bearer 
so you have to steal the cure from the local 
monast 


RO qe 
Rather than viewing the serolling action 
ag e oa OG dor Te gh 
resolution graphics. A humorous feature is 
he heip you get from old Kwon in the form 
dt a giant hand. Don't call onhimtoo much, 
however, as he's likely to bonk you on the 


More sporting action is due from GREMLIN 
inthe form of Footballar of the Year a simu- 
lation in which you take on the role of a 
professional foolballer. The aim of the 
gate a is to win the 
botballer of the Year award. Starting offas 
araw seventesn year old, with 500 5 cash 


Good old Kwon, he's always ready to give you a hand when you nega help. 





RS O 





THE GREATEST SHOW ON 
«ON... ONSPECTRUMS! 


lots to announce, including the official 
game taken from the TV show, H's A Knock- 
out. Half a dozen events, specially 
Cesigned by the producer of the TV series 
Bre included in the game, including one 
flying fan event where you have to bounca 
up and down on trampolines while finging 
custard pies! They have videos to whet 
your appetite for forthcoming releases, too, 
including Top Gun, Short Circuit, Miami 
Vice, and Gavan. The Great Escape, prog- 
rammed by the DENTON DESIGNS team could 
well be on display along with à preview of 
tha game from the film Highlander. Coin-op 
machines will inc gba be abria 
stand, set'to free play anal, including; 
and Fe Ar Kung Fu, - 
Rider might even make an appearance... 
Pod be ld 
tash Gordon — although a Spectrum ver- 
sion won't be at the show. The game 
sounds a lot of fun. You have to make your 
way through four levels — a cave scene, 
| scene, hover-bika riding sequence 
nd palace finale — on the quest to defeat 
Ming the Merciless, There's also a rumour 
that MASTER TEE are going to make an 
announcement about à completely difig- 


and playing for a fourth division team, you 
must develop a successful carger. If this 
can be done, you! eee in all the 
major competitions and might end up with 
the coveted award. j 
In Trailbiazer, determination, speed and 
e vo 
ing à ave a chequered 
roachway that sorolis 'out' of the screen, the 
aim 15 to avoid cracks whilst making sure 
that your sphere doesn't fall off the path. 
Several kinds nda serioushy hinder 
progress erther by speeding you up or slow- 
ing you down — these mist be identified 
and avolded at all costs. Otherwise, your 









rent sort of product that doesn't have too 
much to do with rgames,... 
Madhess and lee Temple 

could well be ready in fime for suBBLE Bus to 
reveal them to you in all their glory, and 
GLOBAL plan to have their next Golden Tur- 
key Tie-in, Attack of the Mustroom People 
ready for the show, ACTMISION Were still 
being a little secretive as this issue went to 
press, but mentioned Hacker | — The 
Domesday Papers, along with Howard The 
Duck, The Eidolon and Labrynth as well as 
several 128K launches pending, including 
iai is 
USGOLO, 5 you might imagine, also has an 
exciting schedule of releases planned for 
the Autumn, including a based onthe 
TV serias Masters of the Universe, and sev- 
Bral arcade conversions | | which 
Gauntet rides high. Dare they have a 
Gauntlet machine set on free play by their 
stand? We had hoped to bring you a full 
rur-down On Us G0LD's Spectrum launches, 
but the dreaded deadiines in combination 
with staff hóls combined to frustrate our 
ambition. Ask a Commodore owning friend 
for a peek a! Issue 17 of ZZAP! IH you want 
some more details before the show... 
rt ven Ma mo OR NOR he re 
viEvES: 


di btt E 

ore romantic perhaps is Future Knight 
inwhich Randolph has to locata and rescue 
his beloved Amelia who has been impris- 


receves an inter-dimensional distress sig- 
nat from the SS Rust Bucket and rushes for 
the Teleport right away. Once on board the 
wrecked space cruiser, he has to destroy 
tha security droids and make his way to the 
pranet suriaçe, Then it's time to find the 
castie where his damsel is imprisoned. But 
before he can rescue her he must get pas! 
io formidable keeper who guards the cas- 


ELECTRIFYING STUFF! 


À couple of movia tle-ihs are in the pipeline 
from ELECTRIC DREAMS, Including Alan (if 
based on the new film staring that endear- 
ing Mambo, Ripiey. After her spot of bother 
with the alien creature in space, Ms Aipley 
retums to Earth and explains what has hap- 
peried. Nobody, of course, haede her wairm- 
dy dep janet where th first 
G to the planet where the 
mother afen is laying enormous quantities 
pib chat te de 
aliens encounterad en route. Corporal 
Hicks and Vasquez aocompany the 
hercine, and the player can control each 


member of the party. Sounds like good 
Stomach-chuming stuff! 


Big Trouble in Litie China is based on 
ong of Steven Splelberg's underground 
kung-fu movies. Kirk Fussel, a truék- 
driver, goes with his friend to coliect a 

reen-eved Chinese girl from the airpor, 
& they gel there, however, she is kil- 
rapped by La-Pan, not oniy a criminal but a 
Sorcerer to boot, He needs her for-sóme 


Ted 
- Understandabiy, the obisct oi the 
game isto locate the kidnapped girl and set 
her ires before Lo-Pan has his wicked mag- 
ical way... 
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In the beginning, ARIOLASOFT concen- 
treated on the Commodore. Then 


they 
saw the error of their ways, and began to 


pay some attention to the Spectrum. 
Now they are about to launch some very 


in Deactivator you've been asked to 
kssp an eye on a secret research com- 
x, alded by a collection of Security 

Safe in tha knowledge that they 

are taking care of the guard duties, you 
start to become a bit complacent. Sud- 


TAKING A NEW DIRECTION 


To make things a bit more tricky each 
cais room has a different 
Tan pré ce ia abç 

gd elf soco cn 
when it comes to chucking the bombs 
out of windows! 

They Stole À Mion is your chance to 
become the ultimate robber. Whether 
you fancy yourself as a Raffles or a Ron- 
nie Biggs, t's 8H possible with thia game. 
Heli do andar pr 

m 
job, Once this has been done, you simply 
press à button and it allhappen in 


o nm 


In the green room the computer waits for a circuit. Seo Chat 
tough fooking dude fidag you mefth the of" avil eyoP He's a re- 
programmoed Security Drold and he's not golng to be pour 
friand anymorsa, so there 


Etanding on a ledge amongsi lhe surrea! sconsryin CAMELOT 


WARRIORAS. Whar's lho best move from hera? 





Suzuki have provided technical assistance 

inthe development of 77 Racerto make the 

game as realistic as possible, and it has 

taken the author, Rod Swift, two years to 

are 
your gear up 

exitior ii oc nada o 















A GAME 
FOR EVERY 
TASTE... 


Az with many other stands, MARTECH'S will 
have a good deal of variety, and their range 
of wares includes a shoot em up, à combat 
game, a simulation and an adventure, 
WAR'is a fast space age shoot em up. An 
alien rico an ley 
space station rotates, thereby x 
ing an artificial gravity. Três “world! is com- 
posed of a number of cylinders, each of 
which has an important purpose and is 
staunchly defended, The idea ia to penet- 
rate each cylinder and destroy it before 
rmaving om to the mes in lina, 
paid ti ici 
not try a on a super- 
hero who's seen better times? In Cosmic 
Shock Absorber, something's gone drasti- 
E acl ume tg 
the universe no longer apply. In 
anything can happen, and our 
js ing super-hero entounters some 
strange doobries on his travels. Ever saen a 
Pe lapa mel agr 
weilt! Enclosed in his 
hero's job to sort kt all out. ii gama 
includes some dazziing 3D routines which 
have besn programmed by Chris Fayres 
of Zoinis fame. 
The hero of Caich 23, prt 
aitogather more competent, Under, 
control, he moves in à three-dimensional 
environment with sabotage in mind. À 
super-power has buill.a meaga-powertul 
Fying machine ano the hero is dir by 
parachule ai into the heart of a sacrat 
aê ni SA 
Lchi Mata, offers the-thrikts of the Dojo — 
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R alt smsy fighting urban isrrorisn on pour own, 
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Even tha fasthered wildiife o! London Is outto get you “5 ” nasty green 
gobbet is seen dropping on our hero's cranium 


FANTASY, 
SPACE and 
REALITY 


Steve Crow is working on his first game for 


HEWSON (we took an earty look last month), 
O MERECER 


yes, it's a judo game, This is an accurate 
simuiation of lhe sport which concentrates 
om throws rather th; j 





possible political scenario twenty yearsinto 
tha future and has a number of sections ful 
“DF 3D arcade action. 

















and from what we've heard and seen it 
looks Hkely to be every bit as as Siar- 
quake and Wizard's Lair. This one-man 
band is going to be chasing uLtmaTE alltha 
way .. . Steve has got the trading screens 
working in Fireloro'now = when you go into 
a building you can barter with the occupant 
— and the game is growing daily, according 
to reports received. 

dome people said it couldn't be done. 


ui ne dont get put ct that ly in 
n casi nor 
ing away over tha keyboard of a hot Ser 
irum, creating a version of tha Commadore 
hit, Ulnicium pita de 
the original. Atthe controlsofa Manta Class 
Space Fighter, if's your task to protect the 
solar system from Enemy attack, Fifteen 
Super-Dreadnoughts are draini 


landing on their master runway, 

Meanwhile, up in tha , Slave 
Marsden and David Cooke are putting the 
finishing touches to City Slicker. They're 
well on to complete the gama in time 
for tha POW Show, and seeing as itis set in 
central London, it should all tie in quite well! 

An evil temorist, Abru Cadabra has 
pianted a very big bomb in Town and you 
ara the only person who can foil his plot to 
hold the Government to ransom, Scatterad 
around the city are tha components of a 
bomb Pin bd which have to be 
collected and taken to your secret hidea- 
way for assembly. 

Abru appears every so often to hassla 
you — his touch is deadly — and commut- 
ers, policemen and punks are amongst the 
Cilizenry you encounter as you travel the 
streets of London. 









THE 


dd 


* > 





ICE HOUNTAINS 


La Lo. 


LEVITATE SLOU INHUM 


G 





A GLANCE INTO THE MIRROR. . 


plans for their POW Show stand, | 


a laser show on behalf of Dynamite Dan il 


and, with any luck, the presentation of the 
CRASH jukabox prize from last month's 
comp. <ythum should also be on show... 
it's a game which should please those 
amongst you who are fond of a drop ortwo. 
For zythum, you see, is a drink, but not an 

drink. Far from it. Zythum is 
imbued with magical ingredients which can 
ao Vou a macina powers! The object ottha 
Cuica ta the cherished drink as 
quickly as possible. 

The zythum lies somewhers desp within 
a remote castle, To get to it you have to 
cross four very bleak and barren lands 
teeming with nasties with wolt-heads and 
demenike wings. Each land has a custo- 
dian who must be avoided if you are to 





cross safely. Fortunately, the staff you are 
camying is also magical which means these 
nasties can be zapped with energy bolts 
whenever thay attack. 

The joumay across these stretches of 
and is fraught with problems. Not only are 
lhe nasties coming at you from left and 
right, but there are also lots of pits, boulders 
mto merehes to loap over. Should you step 
into a marshy area leaping power is 
Vo rondar A Who, ist an encoumer 
with & spring pool you sproing all 
over tha place! The closer you are to the 
castle, the mora treacherous the land 
becomes with the increased danger of 
stepping on a landmine, Should youbeshot 
Dy ohe of tha nasties, fall into a pit, or step 
on a landmine, then you lose one of your 
three lives, 


Phew! AU this for the sake of a drink! 
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COMING UP FROM DOWN UNDER... . 


No, not Aster but Fist dd, the follow-up to 
WOTEF should be on show at Olympia dur- 
ing September à al goes well, along with a 
Few other goodias from MELBOURNE HOUSE. 

Ary artful dodgers out there should make 
sure they get a peek at Dodgy Geszers, tha 
game -on ls way rom the team who pro- 
vided Hampslsad and Terarmolinos. 

Weil you have been a naughty fellow 
haven'tyou. Fancy waking up in jail — stifit 
5 the day of your release so you can tum 
over a new leaf... orcan you? As a profes- 
sional criminal, you're already thinking 
about the next crime, the ultimate caper. 
But first, a gang has to be picked from a 
host of doday geszers — Bullet Proof 
George, Litile Ken, Mr Video, Twsedie and 


Blimey O'Reilly. 
By consulting the criminal records of 
each vila, individual skills and 


specialtsms can be noted. The more infor- 
mation that's galhered, lhe more street 
cred you acquire, thereby winning the 








respect of your fellow criminais. Movement 
through the dark streets is made according 
to compass directions and up or down 
Along the way, objects such as matches, a 
poster, pickaxe, and bock are encountered 
and cam be acquired or dropped. At amy 
stage am Inventory can be caled up to 
remind you what you are carying and 
where you are. 

Once the first part of the game has been 
completed, a password is issued which 
allows the serious stuff to begin: planning 
the crime is al up to you — but make sure 
it's foolproof, otherwise fts back in clink 


— Mutiny in Space is the working the of 
another game under prepiaration in the MEL- 
BOURNE HOUSE Camp. Set in a large space 
ship of the twenty-lrst century, the crew 
are cyrogenically sealed in their quarters. 
Each week, two members of the crew 
awake to take thelr tum in controlling the 
ship and then retum to their cyrogento 





sophisticated 
inelading à particle bgam disuphor 
For those who are into programming 
your own games, or maybe for those 
who would like to, CL are working on 30 
Game Maker. This allows you to create 
blocks 


slumbers, When ft comes to your tum, how- 
ever, is clear that something has gone 
wrong — the computers have taken con- 
trol, 's your job to quell the “mutimy' by 
deactivating the rebelious robots that bar 
your way to each secton's computer, 
There are up to twelve robots at any ong 
time fring lethal projectiles in alidirections, 
Movement from section to section is 
achieved via a teleporter, which can only be 
used if the section computer has been 
neutralised. Lots of fast arcade action is 
promised by the programmer — Steven 
Cargill, the man behind Fighting Warrior. 

Finally, there should be something with a 
Spanish flavour on the stand — not paslla 
but Conquestador, a magical adventure 
game. Lost ina dark castia, you have to find 
three lights and then discover a route lhat 
lgads to the great outdoors. Programmed 
in Spain by ERBE software, the game is to 
besoldinthe etica 
ing in a PRP ; 





ARCADE 
be di 











The Aldridge-hased game factory that E 
EuTE has no intention of ceasing production 
— áreade conversons have become their 
speciality and two more should be on show 
by PEW tima. 

The popular Atari coin-op game Paper- 
boy has now found its way onto the Spec» 
irum, and it's a fairy faithful copy of the 
arcade version which retains most of the 
central elements of the onginal game. 
Pedaling your trusty bike, the aim 5 to 
deliver papers to lhe white houses by 
chucking them down the divenays into the 
letter box, wine smashing windows in the 
black houses for bonus points, 

Failure to deliver to one of the white 
houses on your round, means the occup- 
ants cancel their order, and the house 
becomes a black target next time you 
attemptto traverse tha sorolling landscape. 
Hazards abound on tha streets — cars, 
roadworks and drunks all appear and have 
tobe avoided, ff op 
lat cam be | by nding over 


 Oos the village has been traveled 

eres à BMX obstacia course to 

a in a cylecross sequence | where 

pi efnitlbads sic 

with papers as you bum dp amd down the 
gradients. 

Li Qu É UGT fun 6 SobraçES 
report is flashed on screen, and providing 
vou have some ves and customers left, 
the game progresses to the next level 
where the hazards become that bit more 
awkward to avoid, 

The main action takes place in à down- 
ward scrolino play area, and the bike can 
be accelerated and slowed down as well as 
stesred round obstacies. The large panel 
nb dd An 
remain in the delivery satchei 

ELTEArE  aiso putting the finishing 
touches to another Capcom conversion, 
this time 1942 an eariy 22 level air combat 
game, Each mission starts and ends on the 
deck of an aircaft camer, “o tha 
dogfghts progress. power pils are 
awarded which conter difering benefits, 
from extra fuel to-extra firapower, 

And finally, tha name that has besn mwait- 
ing neary a year for an EuTE game has 
finally met its match. Scooby Doo was 
underway thás time last year as an in-house 
project, but tt had to be abandoned in the 
Castia Mystery incamation becausa the 
gameplay ahdnt live up fo the-ambitious 


elias na 


Ed Ra a A SA 
frartic, stralghtiorward four-level rescue 
“gd stars the loveabie cartoon 


Four of your chums have bean impris- 
oried in a ghost infested casihe and it supto 
you to deleat the ghosts, manic springs, 

E on gu 


| 


” = 
O. 
a 
W 
«a 
am 
() 
Ú 
ul 
rar 
É 
= 
A 
= 
o 
po 
U 
E 
rar, 
Aju 
Õ 
e 
[4] 
à. 
S | 
am 
[44] 
0: 
Q 
() 
dam 
eb) 
O 
e 
| 


e appropriate box. 


LOW, SHR 


ring (U 
bag E2 extra per 


state enMOLO 
E SOM ce) 
CRA = à cyveatshirtts) at £8.95 


qo A lo att3.95 0 
me CRASH Capís) o «+ E450 € 


TROPSHIRE SY8 1DÊ 




















DRINKING, 


PLAYING GAMES 
AND BEING NAUGHTY 


pirts of Old Flatulençe Bitter m 
hosteines às one of the main leisure 
activitias enjoyed by the CRASH team — 
pub games at the same time is even 


more 1 The aLuGATA people won't be 








Darts-plaving dymamos can take their 
place at the aLugaraocha for a game of 501. 
Al you need to do is to position the cross 
over the board and fire. Not that sim- 
pla in Dart Cincinnati Kids can set up a 
Poker school, à game which requires a 





A MEW I ARBEI WITH BIFE 
e, a | -—- E = LABE os WREA |; É EPE E Em 
A brand new label has just been spawned, your soul form the rather thirsty Dracula 
and a quintet of games is under clone, To do this, he must be destroyed by 
tor release into fhe murky waters of tha being locked in an east-facing room — 
software market. wnen the sun rises, nasty vampire doesn't! 

MACMILLAM |5 the ny behind the PIRANHA have also come up with some- 
new verture, and PIRANHA às the name. ing for the tourist in you. ln The Golourof 
someone has obvioushy been listening to vou enter Discworid which is set on 
nfarnadidoo ode JOÃO Do bao 

q TV se Trap 4 don a book by Terry Pr 
pa And a the game is something of a tourist's night- 
Towers" loft door) lives a bunch of slimies, mare. Twoflower, the tourist, is taken round 
At the very botiom ofthe castle lives Bark, by the wizard Rincawind, who's not tha 
the tireless minion of one of the Some- most able courier in the cosmos. Matters 
bodies upstairs whose orders must be are made worse by Twollower's bag 
pla id qo a po hor rave js lot ing rey 

| as as à, worse, 
sia Paolo o lã ao a TR 
even lower and more leveis of a 
servility. Luckily, Berk is not without help. ais BL GT cd 
Boni, the | skull, can provide clues  sorrWaRE who have made quite a reputa- 
Esopo Se pedal progra. Tra put fo ld 
er up mer tional programs. 
nr dardo 
creatures that live under the trap ery from tha classroom! Tha world is 
door can also prove helpful to Berk as ha being held to ransom by an evil genius who 
goes about the myriad tasks he's beerset, has taken leading: Scientists hos- 
out tha beastie lnads to real  tage, hacked into the defence computers 
however, ng can be com oftheworid and taken control of the nuclear 
pleted until the awkward denizen of the arsenals of several nations. As usual, world 
dark has been retumed to his proper place domination Is the vilain's aim, and tmwart- 
and the night little siimy ing his ambitions is what the game is al 
ita iidoado echo A estiorioiicissicanEn Woapars Has 
ee io E OF stuff that À besn assembled and sent to the island HQ 
Minions are r with. Catch the game,  oftha arch baddis — a maze of rooms and 
catch the TV seres, catch the PIRANHA. comidors in which the are held. A 

Fans of 2000AD ia ren central control computer has to be knocked 
that Rogue Trogper should also be on dis- out and a nine digit code is required to gain 
play in Olympia. The Wookie of DES piso eb ao Dd 
DESIGN |5 cumentiy working on this action- 
ra arcade adventure UP to o oo can join in, playing 

rooper, Bagman, Gunnar ari Helm. You Cobra together by selecting a 
are in command of Nu Earth's devastaling Roe chame and taking tums to move 
across the Ozart mountains and the Scum complex. The hooded heroes can jump, 
Sea. Track down the traitor and your three. Kick, diva forward, squat down, throw gre- 
Gi pals can be released from theirtheirmic-  nades and fre their machine 
ramo Each level oflha complax presents a puz- 

à ne ether. Ze m itself and the assault force can only 
Based on the horror film, t's mostly about move down a lavel once all tha hostages on 
pains in the neck, the resul of the nightly the current floor have been rescued, as 
nibblings of a nasty vampíre. This time a each hostage holds a part of the vital sec- 
game (falso a DESEN  urty code. 
DESIGN designer.) Tha basic idea is to save 
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hard-headed aftitude and nerves of steel, SM 


Why not stake your fortune on a bet? Or 
save a few shilings for a fuiter on Pontoon. 
gui o old op do 


fun — can't wait to get a Spectrum loaded 


ina PCW Show bar and test the rest! 

With luck, Vanda! should also be on dis- 
play — in it the player takes on the role of a 
neughty -— nO comparisons with a 
certain N 


Work on Vanda! ages ago. Te im 
of the game is to collect points for being. 
thoroughly bad, and evil activities available 
include lobbing bricks through windows, 
rt Alte amd sitting on 

cats. Understandabh, a fair bit of police- 
ran-avoiding is included in the gameplay 
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appear im Ogtober and. E Cine 
Townsendis the man behind the code. 

Second time-around, id cu 
lead character "as lhe sister of 


the dictator s missile silos, 

First there no demão meter yin in 
by hang-glider then you have to fight and 
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oa two hundred 


[o] cdi CPO E Cy 
a PETER Lj bear of af Lo, e É PRETA ii! 
os am 


A ST E] TT mid vidas 
do dE dé it DE ist EIPTE) irei hor É 
om this particular SO game is | 


FParti 
por 


*HIE dy HOR BOPDI 


o des eae a control 


| EF 
= 


Mystical monsters star in another arcade 
adventure due from DuRELL, À dragon 8 on 
tha loose again— 2008 just aren't what hay 


Es Req 






3, the dragon's task and that of 
a io Is by no means a 
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Flying low orar bostilo terrain — & strong nerve and a frus spo 
| nosded ff those nuclear power pimris sro going to he indian 
out... Fake bo the air in QLIDER RIDER 
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PALATIAL PLANS 


The year is 2086. A nuclear war has aliens" radioactive generator. 













inianto th borberiom propio of Eri bas Dodi reina 
Receita mer COMING FROM 
nen Menesems THE EDGE 


Sacred Amour of Antiriadis acoom- Remember Fairight, one of last years from Isvar to his female counterpart, 
panied by a short comicbook that sets cpacu omashes? Well hero comes THE though both protagonists cannot be 





| Scene — and should be a scenes mori ollow up, Falrioht ll À Trail of Dark. controlted À 
tfinda — tealer itself when the game is unvelled. Te UNICA ed y. Having nd which we took a pesk at 
sacred PALACE aro quot about another ascapod from the castle, the reluctant last month is now finished fand set for a 
| dao mae seibedesaromponaTropk- paro Isvar inadvartentiy frees tho evil full review next month), and Psi CHESS is 
before the cal Island. Maybe we'll get to see it at ar. | also booked to make an appearance at 
the suit, Tal Olympia, palm to find cked wizard and the PCW Show. THE EDGE are also getting 

destroy the into the arcade machine 
Se Sa ea 

d a 
have plans for an adven 
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OF HEROES AND BENDY DOOBRIES 





Liverpudlian software masters ODIN whose 
marketing is now taken care of by TELECOM. 
SOFT, will be on the same starvl às FIREBIRD 
and RAINBIRD. Last month we took a good 
look at Heariland, and next month 
LCUP.S. isbooked for a session under the 
CRASH reviswscope — sadly it amived just 
after our deadline expired. 

Appearing under ooim's sister label, THOR, 
lhe game takes the form of atwo part test of 
your abilities. LCUPS, for al you 
ignaramuses out there, stands for the infer- 
Solving. Playing the part of a prospective 
special agent for this estegmed organisa- 
ton, you are being tested to see how well 
you cope under stressful conditions. 

The game begins in a space tunnal at the 
controls of an Interstellar Escort Ship, and a 
variety of alien craft, including torpedo 
bombers and pursuit ships are in the tunnel 
with you. The yellow nasties are deadiiest. 
Collide with them and one of your four lives 
às host. Other alien ships simply bump into 
lhe Interstellar Escort Ship hoping to 
enforce a fatal colision with the yellow wall 
on either side of the space tunnel, Blast 
your way through if you can... 

The three sections which comprise the 
tunnel involve a straightiorward shoot am 
up. The second test is much difierent. The 
scene changes to the inside of of an enemy 
Starship. There are 64 screens in this sec- 
ton which form a complete map. On your 
traveis expect to meet a set of weird and 
wondertul characters — à Jaw-Head, a 
Bolt-Head, and , believe it or not, a lethal 
rubber duck that thinks it's ab pi At 
the end of the test, your overall perfor- 
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mance and total score are given. 

Another game from the Liverpool con- 
nection may well be on the stand — could it 
be Hypertual? 

On the nnesiro front, a veritabia plethora 
of product should be on display, including 
The Hive, a game with pad data 
which pits the player against an evil swarm 
of alien insects — bees to be precisa, The 
aim of this Gold Game is to penetrate the 
hive and kill off the Queen, The bees, oi 
course, have a different aim! 

Another 29.95 Gold Game that should be 
on show is Future Games, a futuristic 
decathlon in which the player has to play an 
rather than move on automatically once a 
qualifving score has been achieved in an 
event. Empire (first saen in CRASH Towers 
before Christmas last year in an eariy incar- 
nation) may make its debut at the show, 
along with Druid! An aura of secrecy sur- 
rounds most of mResmmo's plans, but one 
area of their activities which is no secret is 
the relaunch of the ailver Range and the 
creation of the Silver Club. É you're a 
member, dor't forget to take your member- 
ship card along to the show — you can 
Claim 25% off the price of any FREBIRO 


game. 

No doubt RamBiRD wil have a bit more 
news om their association with adver- 
turemasters LEVEL q to release at the show, 
and a host of stunning programs on the 
rp for you to marvel at, One day, there 
Wi Spectrum versions of these games 

nt 


Personal appearances by superstars who 
have endorsed Spectrum games are a reg- 
ular feature of the POW Show, but did you 
expect to ses a teenage super-hero with a 

Ficky Steel, hero of Muno-gen's latest 
game Siainiess Stegl (reviamed this issue), 
should be strolling round signing autog- 
raphs. Two new games from the MIKRO-GEN 


team will also be on display at their stand. 
SAS Strike Force puts you at the head of 
a band of rather different heroes — crack 


SAS troops — and you have to lead the 
soldiers through four simulations. The 
player selects equipment and the route to 
folow — mistakes can be costiy so careful 
ioresight is essential, 

In the first simulation, a terrorist gro 
has infiltrated a military research estabhis: 
ment, demanding the release of fellow ter- 
rorists. Your task is to root them out, caus- 


Spot the attribute clash? No you can't, 
scregpshol on tha office Spectrum. L 
GAMES Inhol 


taken 
the new DARGOYLE 


lasermation ... what's lasermation? 
em up withom the attributo clashes, 
Impossible you might say — but you'd be 
WONG. FASTER THAN LiGMT, à nem label 
from carcorLe making a debut at the 
Show, has made the impossibla a reality. 
In Lighiforce, bro nd cgo Df 
September, you'll be able to ses 

what Lasermation amounts to in a hkgh 
quality shoot em up that is impressive to 
say the least. & really was a Spectrum 
that produced the effect illustrated here, 


honest! 

Aliens have invaded a planetary sys- 
tem on the edge of the galaxy. The object 
of'the game is to penetrate this pianetary 
system, working your way through six 
levels: jungle, ice, desert, asteroid belt, 
factory complexes and climaxing, very 
likely, with a fight over tha sun. On the 
“a aco 


The total lack of attribute clash is stun- 
ning to behold — especially when you 
Consider the problems involved in mow- 


landscape which scrolks 

Butwhat of FASTER THAN LIGHT itgelf? Tha 
idea of a now label was first broached at 
GARGOYLE Im January, and the name 
arrived around March. Fast and original 
e api da A 
rate of five a year. 


ing as file damage as possible. Actionin 
the second simulation centres on a sgê- 
luded farmhouse which is believed to bea 
terrorist training centre, After survelliançe, 
you must lead a raid on the building and 
capture the terorists. The third scenario 
centres on an embassy which has ben 
seized by... wait for it, wait forit... ter 
rorists. Two people have been killed, gix 
ego 
task 5 to free the hostages ensuring, HF pog- 
sible, that no more of them are kiled. The 
fourth simulation is something of a secretat 
the moment, so stay alert... 

The game which Dave Perry is working 
on, now that Stainless is complete, proim- 
ses to be a chiller in which the idea is notlo 

Baten .... further details on Frost Bila 
can be found lurking in our interview with, 
Dave 





rmi 
The em. standis right behind the Nevis= 
ba a cla 
have a look for yourself! and then coma 
and say sorry to us for thinking we'd tell 
you porkies! 
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new games... 7 


quali your red card numbes 
a cheque or postal order 
Tor £2-99 (each incl. P+P) 
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THE ARMADILLO 


“UK ES E ] À 


INFOGRAMES - FRENCH STYLE 


ALL SOFTWARE users are curious as to 
what lies *within the packaging' and what the 
company is like that produced it. Infoprames 
and its products will probably invoke the 
same curiosity, so here's some brief 
information. 


TH E ARM ADILLO Infogrames was created in June 1983 and at 
A ARMAND LA that time there was only two people, Bruno 
Bonnel and Christophe Sapet, two computers 
ONE ni e the gs Ra will and a telephone! From those cottage industry 
team é prehistory and dis To É a des 
its numerous, varied and short lived days, Infogrames now employs 
s over 90 people and is one of the 
leading companies in Europe, 
creating, producing and distri- 
nest all these, some will have buting top quality software. 
murived; transformed of course, but 
rich in à di In this world of the 





ISSUE NUMBER | 











Nm Dyer disapp ear?” the students 


software” comes the | 


ABOVE LEFT: Infogrames - French 





pe Sh ba o. | pa Fan 
So that this would be our future, RIGHT : Bruno Bonnell 


INFOGRAMES - UK 


Infogrames adopted the | 
| ARMADILLO as their emblem, this 
lovely animal described in the 
Encyclopedia as a tank acting as a 
destroyer or even a submarine, indeed 
an animal at home in any terrain! He 
“knows how to face up to disasters and 
how to defend himself against 
predators. We have coloured him to | 
give him moral courage and his smile 
“shows his pleasure at being made a 
Res of our team. | 
Every month, he will tell you aboutus, 
“our new products and tricks and 








WITH A solid European base as support, the 
U.K. company will be run by David Crosweller. 
David has been behind many of the stories 
which you have read in vour favourite 
magazines, having previously been involved 
do bias 10 dn Pode solely with Publicity for a large number of 
more, he is an insectivore, or to put it nie ida 

another way — he cats bugs. ABOVE: David Crosweller lr is his responsibility to bring you the best 
Do nor hemtate to question him. BELOW: Infogrames - UK from France, and a sprinkling of innovative home 
| produced software at a later date, 
for your total enjoyment. 












F market is w t started. lt was your enthiusiast that | 
“motivated” Fei Tmodnd the world. Your software is so gooc thatin 
France we had to produce software that was better. We had t to find new 
themes, ideas and creations to match imported software, We know we 
have succeeded and in the future we will keep providing you with the 
very best. 

And why here? Because we know you'll like our sida 





MANDRAGORE PLUNGES you back to 1 
attempt to regain peace in a fabulous countrs 
prince of evil. Your team is made up of four b 
kind (dwarf, elf, half orc, human, hobbit) ar 
intelligence, power, magic, cunning.. .). To 
vou must visit LO chateaux (which almost 
puzzles, À superb creation which is comple 
The software was ranked by French journali 
games, 


um) when pulled up emits a cry which can 
the root whilst remaining alive. This is why 
ch pulls the chain, its efforts pull up the 
Is cars so as not to hear the cry. 


Gination and wonder for me, so much so that 
plants | could not resist pulling it. Then...l 


thar was left of King Jorian was a tiny pile 
of cinders. 


When the rain of spinning stars finished at 
dawn the next day, a demoniacal being 
revealed his presence within the castle 
grounds. Nobody could stand up to this 
demon. Combining magic with the brute 
force of his hideous claws, Yarod-Nor 
mercilessly massacred those who resisted 
him, survivors fled, However this males 
ficient creature cast a terrible spell over the 
country: enormous mountains completely 
encircled the rich and peaceful country, 
their disconcerting shadows covering a 
wide area. From this terrible day on, 
misery, hunger and epidemics spread 
through the country... 

A prophecy was bom in these troubled 
times, it spoke of a decagonal quest which 
would culminate in the chateau of Yarod- 
Nor. The ultimate key contained in the 
puziles of the 10 chateau would help 
vangquish the monster. Many adventurers 
have tried to penetrate the mystery of the 
10 chateaux, none have reached the end of 
the tests. Maybe you mighr...? 
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back to the fantastic Middle Ages for the 
country under the tyvranny of Yarod-Nor, 
of four beings and you must choose which 
abbit) and what characteristics (strength, 

J. To reach the kingdom of Yarod-Nor 
almost 30 rooms each), to solve the ten 
«completed by this map of the kingdom. 
| journalists as the best of the role playing 





À SHOCK FORCE 
FOR À HOLY GRAIL 


IF WE were to talk about the creators without 
whom his wonderful role playing game would 
never have existed, to take them out of the 
shadows and examine them in the fleeting 
space of an article, we could never do them 
justice, but we will cry. 

MANDRAGORE was created by a team of 7 
neople: Marc, Johan, Agnes, Anna, Christian, 
Marie Christine and Josiane. 

ln 1983 MARC CECCHI finished 
Mandragore on paper. It looked good but 
did'nr really amount to much! So he 
approached a leading publishing company im 
the French market, INFOGRAMES. Marc 
was no longer on his own, the team head been 
tormed, 

Marc heads the team in his capacity as 
scenario creator, his ultimate quest: to reach 
Chateau no. 10 (key to the puzzle). By his side a 
l6 vear old joker, fanatical about micro 
processing, YOHAN ELHADAD, creates 
the graphics for the chateaux and rooms (TO 
chateaux cach having nearly 30 rooms, 
enough to get lost). Height of luxury for the 
initiared, he even devised a chateau himself 
THE LABYRINTH CHATEAU (my 
advice: pet yourself a compass, the being is 
devious), 

As far as visual pleasure às concemned, 
AGNES BELMUDES, 26 years old, has 
produced 500 designs, a record, she had an 
MA in the History of Art under her belt, and a 
good sense of humour combined with 
crearivity (and vou certainly need some ideas 
to create all these monsters and objects). 
Once the prehistoric bip bips have finished, 
ANNA ELHADAD adapred a Bach sonata 
for flute and harpsichord on the micro for 
melomaniacs. What pleasure to the cars. 
Mad about literature (although in a scientific 
field, kinesitherapy), CHRISTIAN 
BALLANDRAS stimulated by Marc's game 
decides to describe the wondertul world of 
MANDRAGORE in the EXPLOITS OF 
SYRELLA for tans of myrhology. 

The graphic artists, MARIE CHRISTINE 
GALLAVARDIN and JOSIANE GIRARD 
were inspired by ir to illustrate the cassetre, 
A team effort? Yes and successful what's more! 


ZODIAC, YOU 
WILL FIND THE 
MASTER SIGN 
aC! 








THIS COULD be how the mystery of the 


zodiac chateau could be summed up, but 


“that may seem to you to be too obscure a 
clue! Site of action: The forest of destiny. 


A green sea in which a fabulous castl 

stands, inhabited by creatures foreign to 
our world and formerly governed by the 
controllers of destiny (the master sign), 
henceforth taken over by the servants of 

the Demon in an obscure corner of the | 
chateau. Any visitor would be very 


“worried as he would meet many monsters 


some of which are harmless but the others 
are servants of the Maleficient Power. 
The Protagonists: Syrella, the gentle lady; 
Gelth the magician; Torlinn the brute; 
Podus the dwarf; and also, let's be frank, 
our meagre baia which à is, however, made 


use of, 


| The aim: the master sign must be 


returned to its original place to restore 
o E f 
ow: By ing on your powers O 
deduction. 1 am not able to reveal the 
solution, but 1 can at least help you! The | 
essêntial object for solving this puzzle can 
be summed up as follows: the first syllable 
represents a fabric of the time, the 
thing gives the name of an essential object 
which when removed, will reveal the 
master sign. 
A piece of advice: 1 have often wondered 
how you can tell the good from the evil 
with these bizarre bei To know 
exactly what to do, read the bestiary 
carefully! Em going to shut up now or Pl 
give away the secret. So is that it, have 
vou solved the puzzle? No! keep 
'zodiacking, you're getting warmer. 





ADVENTURE, ACTION, stimulation, reflection, help with 
diagnostics. , . all these are already awaiting you in INFOGRAMES software. 
So here is a preview of the software and software packages which are going to 
be launched soon. No need to wait years, they will be available from July and 
the second wave is already on its way... 





(ARCADE/ADVENTURE) 
AN INCREDIBLE 
adventure which 
takes you to Las Vegas 
in a race against time. 
Why are you running? 
Money of course! A. 


















one million dollars in one ni 










will leave you | 


| of the graphi adventure starts as soon 
asted, Traditional investi | 





Vegas itself. 


















THE QUEST OF ARTILAC | (ARTIFICIAL INTELLIGENCE) 





(ADVENTURE) | 
AN UNPARALLELLED THE EXPERT is an expert system or an 
SCENARIO (200k) as intelligence system which, by using 
An extraordmary adventure muledge and redsoning br 





“Knou | pcesses, helps he 
user to solve the complex problems norma 


where magic exists alongside 








eos e » q E Ra Ee ars requiring a human expert. 

extraordinary. agination is | 
at stake as neither brute force The EXPERT. is “made up of tuo modules : a 
nor occult power can thwart all knowledge aca: isition module and a knowledge 


use module. 
(ULY) 


the wiles of the scenario. 
The illustrations are 
unrivalled. A book- 
let helps you to 
unravel the puzrles, 


(NOVEMBER) 





| fo tl CC See 






- de will be an 





| ALL THIS software will be available on MSX, C64, C128, AMSTRAD, SPECTRUM, and the 


EXPERT software package on ATARI ST, AMSTRAD, M ACINTOSH, . 


compatibles. 


APPLE 11, Ile, IBM and 


INFOGRAMES UK Mitre House, Abbey Road, ENFIELO, Middx ENT ZRQ 


? MURDERS * 


newspaper euttings) and. 


— (SEPTEMBER) 


THE INHERITANGE: 


PANIC AT LAS VAGAS 








fabulous inheritance which is yours. om one condition: to win 
que anger stalks | 
turn: ereditors, paid killers | “o they 2 a R Te SA e 


AM e APAE + AMO Lo 
a PSA Dare a rap Sms iica aa 
continues en. ai E he airport, let alone in Las 


(ARCADE) 
CUNNING AND FORCE IN 3 
DIMENSIONS... 

Lovely little animals, the Speeps 
would like to join together but 
how can they do it! Themore they 
move together the more the 
lizards pursue them. Their 
Achilles heel is water, Will the 
Specps discover the secret of the 
Magical mirror, in time to save 
their life? Two parts: one where 

vour skill will be necessary and 
the other where cunning and 

force will combine. A 
subtle mixture. 


(AUGUST) 
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